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Tomalina, Part One 


// 



The Letter 

It embarrasses me to admit it, but until his letter showed up, I hadn’t thought of my fnend Atrus m some 
time. In retrospect, that strikes me as strange, as Atrus is without a doubt one of the most unique persons 
I’ve ever met. Not only has he shown me wonders undreamt of m all of creation, he also claims to have been 
bom to an all but extinct race of people— the D’ni— who lived m a cavern at the center of the earth. 

I admit that when he first shared this shocking knowledge with me, the thought crossed my mind that I 
might have placed my soul m jeopardy by communicating with a demon, or perhaps even the Devil himself 
m human form. With a laugh, Atrus dispelled this notion, chiding me for holding such beliefs while claiming 
to live m an ’’Age of Reason.” 


Anyone who has had the pleasure of meeting Atras would think me foolish for even momentarily 
considering that my kind-hearted friend could possibly be a diabolic agent. However, having witnessed so 
many fantastic events and devices since first meeting Atrus and his family— flora and fauna like none seen 
on earth, locomotive machines of all descriptions, and books that opened doorways to other worlds (or 
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Ages)— I hope that my readers will forgive me this speck of superstitious fear. In truth, Atrus is a man of 
reason like myself, constantly marveling at the minute details of the infinite Ages he has heen blessed with 
the ability to visit. 


His life has not been an easy one, however. Bom to a lost race he never met and raised by a father 
jealous of his superior intellect, Atms’s one constant companion has been his loving wife Cathenne. But even 
this union has produced its share of heartache. Atras was forced to impnson their sons, Sirms and Achenar, 
m Pnson Ages because of their abuse of the peoples of various Ages. And not only did he jail them, he 
destroyed the Linking Books that led to the Ages, incarcerating them for all time. 

Or so I was led to believe. Twenty years after our first meeting, twenty years after Atrus destroyed Sinus 
and Achenar’s Pnson Age Linking Books on Myst Island, I received a letter from him. 


For r 'f "rj Z 

t A MU«ndfkw^omFrofk M,m 
Mkfhmifim, httkMhr fliti/Miiot 

ymrt fk wfe om I cm cotffik k fnad- So Im mbtiij r» 
fo come fo Tomdttm Then me thkf I mmf fell 


What choice did I have? How could I ignore a fnend m 
need, a man who desperately wanted to break his long 
silence on a topic that I knew had weighed heavily on his 
heart? Without hesitation, I made anangements to meet 
Atms m his cunent home m the caverns of the North 
Amencan desert, which he called Tomahna. 


' I 

' A' - 
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The House that No One Can Find 


Members of the D'ni Restoration Council 
(DRC) have long debated the whereabouts of 
Tomahna, the beautiful desert oasis where 
Atrus and Catherine built their second home. 

At first, many believed Tomahna to be an 
Age unto itself, and countless hours were 
spent combing D'ni cavern, searching for the 

a young researcher ^ 

noticed a trend in Atrus and Catherine's 

journals. Neither husband nor wife ever referred to Tomahna as an Age; it was simply their "Home." 
Could it be that Tomahna was not a world Atrus had written, but a series of buildings constructed 
here on Earth? 


Today, several canyon regions in and around New Mexico have been tagged for investigation. If 
indeed Tomahna does exist on Earth, its exact site may never be found, since the face of the desert has 
\ changed so much over time. The beautiful river that fed Tomahna's lake has either shifted course or 
• dried up altogether. It may even have washed Tomahna away, leaving only scattered pieces beneath 
' the desert soil. 


Meeting Yeesha 


upon my amval, I was met by Atras and Cathenne’s 
daughter, Yeesha, who came to retneve me in a 
locomotive device of Atnis’s own design. Yeesha 
gleefully admitted that her mother was not present 
on Tomahna at the time, or Yeesha would never have 
been allowed to pilot the craft by herself. 



As we traveled to meet her father, I looked at i , i r i i ■ 

„ 1 j 1 j- 11 1 1 1 1 j Yee^hii, dmaMTerc&AfrmiimCiiTlierim 

Yeesha and marveled inwardly at how much she had > 

grown since last I saw her. I knew that it was 

common for the D’m, Atrus’s ancestors, to live three centunes or more, but Yeesha seemed to be matunng as 
quickly as a human child. Already I could see in the girl next to me hints of the woman she would become, a 
perfect product of her father’s rational intellect and her mother’s intuitive creativity. 


Tomahna // Part One 



Yeesha stopped the rail car as we approached the 
family’s settlement and encouraged me to tahe a 
picture of It with the image device Atrus had given 
me as a gift dunng my last visit. I fumbled with the 
contraption and took my first picture of the misty 
waterfall ahead of us. (1 confess that 1 hadn’t used 
the device previously, hoping to avoid awkward 
questions from my peers as to what it was or where 
It came from.) 



Fortunately, 1 managed to hgure out how to use 
the camera quickly. It was plain to see that while Phofofjntph!nfj Totmthna w!fh Wij Itnafje recorder 

Yeesha was willing to indulge me in an opportunity 

to photograph Tomahna, she was not about to wait very long for me to do it. Whether this was due to the 
natural impatience of youth or the urgings of her father, I did not know. The camera’s shutter clicked, and I 
placed the image in my journal as Yeesha started the rail car moving once again. 




I jrnHed fhh lever fo open the door fo Aim j hlonforej. 


We amved at our destination, a small dock of 
sorts outside of Atrus’s laboratory. Yeesha shut 
down the rail car and exited, pulling a lever to the 
right of the circular laboratory door to open it. 
Stepping into the laboratory, she encouraged me to 
do the same. 
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Atrus’s Laboratory 



The hhon^forij mi a coHecfion erfwotidrm expenmetifi. 


As always, I found Atrus’s laboratory to be filled 
with fantastic objects. Bolts of electricity crackled 
around the room, and the desk was littered with 
tools and devices I’d never seen. Atrus had been 
busy. I casually opened a few drawers and cabinets 
as I walked farther into the laboratory but shut 
them quickly when I realized that their owner was 
present. 


Aim meded nuj help. 




Atrus greeted me warmly, expressing his hope 
that Yeesha’s driving wasn’t too erratic. This modest 
attempt at humor, made by a man unaccustomed 
to joking, only underscored an obvious discomfort 
lying just under the surface. 

Quickly getting down to business, Atrus told 
me that he needed my help. My pulse quickened. 

Although I had seen Atrus socially on many 
occasions, we had only had three conversations that 
began this way in our 20-year friendship. The first 
was at the end of my initial visit to Myst Island, 
just before Atrus burned the Linking Books to the Prison Ages where he’d confined his sons. The second 
was pnor to my first visit to Catherine’s home Age of Riven, when Atrus asked me for help in rescuing her 
from his father, Gehn. The third time was after Saavedro, a victim of Siirus and Achenar’s recklessness, 
threatened to destroy the descriptive book for the Age of Releeshahn. I felt that a fourth great adventure 
was about to begin. 

Atrus stunned me by saying that, although he had destroyed the Linking Books to his sons’ Prison Ages, 
he and Catherine were debating whether or not to release them from their imprisonment. (So there was 
another way out of the Ages.) Catherine felt that they had been sufficiently rehabilitated, but Atrus was 
unconvinced. Ever the scientist, he required an objective opinion, and he did me more honor than he knew 
by telling me that I was the only person he could trust to give him that. 



Tomahna // Part One 


Atrus turned to point out a device he called 
the Crystal Viewer. He’d shown me this 
contraption before, but he had obviously made 
some extensive modifications to it. He asked that 1 
assist him in tuning the Crystal Viewer so that we 
could monitor the Prison Ages. 

We began by tuning the Crystal Viewer to 
create a waveform that matched the one emitted by 
Haven, Achenar’s Pnson Age. The tuning device 
had two monitors— the left one displayed the two 
frequencies we were working with, and the right 
one showed Haven’s waveform (an orange line) 
with our waveform (a blue line) supenmposed on 
It. A slider below the left monitor switched between our two frequencies, and three dials at the bottom of 
the device adjusted the amplitude or volume (left dial), frequency or speed (center dial), and phase (nght 
dial) of our waveform. 

1 confess that the science of the Crystal Viewer was far beyond my limited comprehension. I simply followed 
Atrus’s instructions to the letter, and after some tnal and error, we tuned the Crystal Viewer to Haven’s 
waveform. We then began work on replicating the waveform unique to Spire, Sinus’s Pnson Age. This one 
proved to be more difficult, but by following Atrus’s instructions carefully, we eventually tuned it correctly. 

As soon as we finished tuning both Ages’ 
waveforms, the Crystal Viewer suffered an 
explosion, rendenng it temporanly unusable. After 
looking at it, Atrus decided he needed to retneve 
some replacement parts from the Rime Age and 
some tools from the Cleft where he was raised. 

The explosion cut the mam power to Tomahna, 
and Atrus requested that I restart it by reactivating 
the waterwheel m the complex. I could then 
contact him in the Rime Age by activating the 
antenna on the roof and using the information in 
his journal to contact Rime. 

As Atrus left the laboratory, he turned to me and made one more request. ’’Keep an eye on Yeesha, 
would you?” He tned to make it sound offhand, but I could tell that some disturbing thought had cast a 
shadow across his mind. 
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An exphiion rocked the hkonforej. 



The cotifroh for f he Crejih! Viewer- f he dider witched between two 
differentfrejnendex md the dinh nt the bottom (from left to ritjht) 
ndjmted the nmjrlihde, frenMncir, nnd jrhme efthe wmeformy 
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The Crystal Viewer Explosion — What Really Went Wrong? 


A rather interesting controversy has arisen in recent months, ever since translated copies of this 
"Personal Travel Journal” began circulating among DRC members. It seems that discrepancies exist 
between the stranger's version of events and those described in one of Atrus's journals. 

Was the stranger somehow responsible for the explosion that caused the Crystal Viewer to short- 
circuit? Atrus's version implies he had to prompt his old friend twice to continue working — a fact 
conveniently not mentioned in the stranger's 
description. 

"It was during my second request," Atrus's 
Journal entry states, "that the movable eye 
attachment exploded behind me." This statement 
has led several DRC members to blame the 
malfunction on the stranger's inaction, rather than 
on Atrus's faulty wiring. 

Doubtless, we will never know the truth. 


Restoring Power 


Restonng power to Tomahna required me not only to find the energy control panel but to understand 
exactly what I was restonng power to. 


Tomahna // Part One 


The Gardens 



I pnHed the fever fo open the ekvafor door 



I moved the lerff Imndle in fhe ekvafor fo fhe center 
pod f ion fo move fo the ievei Mow me. 



The rifjhfhnndie in fhe eievn for opened fhe door 


From my previous visits to Tomahna, I recalled that 
rd have to pass through Catherine’s gardens 
outside of her study to reach the waterwheel. 1 
pulled the lever near the Crystal Viewer to open 
the nearby elevator door and stepped into the 
elevator. Once inside, 1 set the left lever to its 
center position to descend one level. When the 
elevator came to a stop, 1 pulled the right lever to 
open the door and stepped onto the wooden 
walkway that led to the gardens. 
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A iMer leadlnfj down imide the finf tjnrdeti 


On the bottom of the wall of the first garden 
hung a relief of some sort of plant, with D’ni 
words inscribed on some of its branches. 
Something about it compelled me to take a 
picture. I couldn’t read the writing, so I decided 
to ask Catherine or Atrus about it when life 
calmed down a bit. 




1 climbed back up the ladder and proceeded 
through the first garden to the pathway that 
connected it to Catherine’s study and the second 
garden. Yeesha appeared in the doorway of the 
second garden and called to me. Remembenng 
Atrus’s last words, 1 burned over to her. 

She pointed to a lizard on a railing of the 
second garden, which promptly scumed away. 

’’Don’t worry,” she said. ’’He’ll be back. It’s his 
favonte sleeping spot.” 1 smiled at her as she told 
me that she knew this because her necklace had 
told her. Indulging her, I listened as she said that 

Yeeihn cnlled fo me from fhe Hcond ^nrdeti- 


Not being m any particular hurry, I entered the first of Cathenne’s two gardens and descended the 
ladder at the entrance. Atrus once confessed to me that he found the nurtunng of plant life, with all of its 
imprecise vanables, to be more frustrating than it was worth. Cathenne, however, obviously delighted in it, 
and her lush flora was proof 



Tomalina // Part One 


she found the necklace two weeks ago in an Age called Serenia. Yeesha said that her father didn’t believe 
that the necklace told her anything. A chuckle died in my throat as she spoke her next words. ’’But my 
brothers believe me, though.” 

How had Yeesha spoken to Sirrus and Achenar? Before I could ask her, she skipped away. 


From Tiny Seeds, Great Deeds Are Sprung 

Yeesha’s eagerness to engage others— and elicit a caring response for all life forms from them— 
has long been recognizable to DRC members. This particular entry in the stranger's travel 
journal reflects it even as it shows how Yeesha's interest in living creatures was already well 
developed by age 10. 


However, to be honest, some question does remain as to the exact interaction that took 
place in the gardens that day. Yeesha's own accounts say nothing about showing off her gecko 
but instead focus almost exclusively on two things: her necklace and her beetle exneriment 

^ ■ K .U . A — -m 1 > 1 — . 


Regardless, both versions of the tale 
provide ample evidence for what many 
now see as Yeesha's lifelong commitment 
to the study and preservation of all life, no 
matter what form it may take. 



Waterwheel Control Deck 

I proceeded through the second garden and stepped 
down onto the Y-shaped pathway that led to the 
waterwheel. Bearing right at the intersection, I soon 
arrived at the waterwheel. 



The firfh fo the mfenvhee! 
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Two lights flickered feebly on the waterwheel 
control deck. I pulled the lever in front of them, 
and they shut off completely. The massive 
waterwheel in the distance sat immobile. The 
torrent of water that would normally have set it 
spinning and producing electricity for Tomahna was 
being diverted away through alternate pipelines. I 
remembered Atrus telling me that I had to activate 
the sluice gates to restore power. 
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Catherine’s Study 



I backtracked along the wooden pathway to the 
second garden, then I walked back through the 
garden to see Yeesha standing in her mother’s study, 
examining a glass jar. ’’Don’t tell me,” she 
snickered. ”Dad blew the power out again, didn’t 
he?” She said that, due to the frequency of these 
events, Catherine made Atrus install an emergency 
power generator in her study so that certain 
mechanisms would always have enough power. 



Cfifhenm'i ifpidij 


However, after Yeesha pointed out the power 
box to me, she gasped — the emergency power wasn’t 
being distributed properly. Yeesha decided not to 
tinker with it, as her parents forbade her from 
handling electrical devices. 


The ewerijencij power mi not he intj ehhfnhufed properhj. 


r 



Yeesha turned her attention to a terrarium 
filled with insects and marveled that they seemed 
to he huilding a nest. She made a mental note to 
show Atrus when he returned, as ”he loves that 
sort of stuff.” With that, Yeesha skipped out of her 
mother’s study. I didn’t have time to concern 
myself with Yeesha’s pet bugs or the many books 
that lay scattered around the study. 1 had to get 
the power working. 



Yeesha' s Beetle Experiment 

The phrase, "tell me what you see" is something of a mantra among DRC members. Here we 
see evidence that Yeesha knows the phrase too, for the beetle project she and her mother were 
conducting in Catherine's study appears to have been grounded in observation. 


I 


I 

I 

i 

I 


Unfortunately, we will never know 
what conclusions mother and daughter 
would have drawn from their project, as 
the experiment was somehow inter- 
rupted before they could finish. It's not 
clear that the disruption can be 
attributed to the stranger. But some of 
us have our suspicions. 


V 




Restoring Waterwheel Power 

The emergency power controls apparently 
provided electricity to six different 
mechanisms, judging from the six columns of 
lights at the top of the controls (only two 
columns were lit). 1 recognized the symbol at 
the bottom of the nght lighted column as one 
1 saw near the controls for the elevator 1 rode 
from Atrus’s laboratory. That explained why 
the elevator was one of the few devices that 
still had power in Tomahna. 



There were fx rowi cfUfjhh onlej Two cf which were Hi 
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After a bit of tnal and error, I figured out the rest of the controls. The top row of six buttons below the 
columns of lights was the ’’transfer from” row, and the row of six buttons below them was the ’’transfer to” 
row. So for example, if 1 wanted to transfer power from column five to column three, 1 would press the fifth 
button from the left on the top row and the third button from the left on the bottom row. 

Another button in the lower-nght comer of the device actually transferred the power, and a lever in the 
lower-left comer reset the emergency power controls to their initial positions. 

To restore power to a device, all of the lights except the top red light had to be lit in the column that 
corresponded to that device. The two middle columns (three and four) were marked with the design I’d 
seen on the waterwheel control deck, so it didn’t take me long to figure out that I had to transfer the 
power to those columns. This is how I did it. 


1. Transferred column one to column six. Column one held more power than column six, so 
some yellow lights remained lit in column one. 

2. Transferred remaining power from column one to column three. 

3. Transferred column six to column five, reducing column six by one light and increasing 
column five by one light. 

4. Transferred column five to column four, filling up column four (one light too many). 

5. Transferred column four to column six, removing column four’s single surplus light. 



Etnenjencij power redirected to the wvterwhee! 


As soon as columns three and four were lit with 
exactly five lights apiece, the waterwheel control 
deck icons under them began flashing, indicating 
that power had been restored to the waterwheel 
control deck. 


Tomahna // Part One 


Activating Sluice Gates 

With emergency power restored to the waterwheel 
control deck, I exited Catherine’s study and turned 
right, walking through the second garden on my 
way to the Y-shaped pathway that led to the 
waterwheel control deck. The lights on the 
waterwheel controls were lit up, indicating that 
power had been restored. 

I pressed the button on top of the waterwheel 
controls and activated the sluice gates, sending 
water cascading down the waterwheel, which 
began generating electricity again. 



Backfncked fo fhe mfemhee! cotifro! deck 



Preidnej fhe huffon on fojo erf fhe confroh ncfmfed fhe ihice ejnfey 
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Understanding Tomahna' s Complex Energy System 

A great deal has been written about Atrus's pioneering use of natural resources. The waterwheel in 
Tomahna is a prime example. 

When operating correctly, emergency sluice gates to either side of the wheel remained closed, while 
smaller gates directly above the wheel sent water cascading down. A generator to the left of the wheel 
produced energy, which was then carried via cables to a massive, underground "battery" installed beneath 
the gardens. 

Evidence suggests that the emergency power box mounted in Catherine's study was an afterthought 
that had to be installed much later — once it became apparent that Atrus's experiments frequently 
overtaxed the system. This box was supposed to maintain a small reserve of power for short periods, 
should the waterwheel accidentally shut down. Items connected to the box were those whose inactive 
status might either place the family in danger (such as a nonfunctioning cable car) or be most disruptive 
to their daily activities. 


\ 
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Catastrophe 



I !eff the mferwhee! confrol deck- 


With the power restored, I resolved to 
return to Atrus’s laboratory and try to 
contact him in the Rime Age. I also 
wanted to keep an eye on Yeesha, 
especially after what she’d said about her 
brothers. I turned around and left the 
waterwheel control deck. 

Yeesha crossed the pathway in front of 
me, heading away from the gardens and 
toward Atrus and Cathenne’s bedroom. As I 
moved to follow her, an explosion rocked the 
pathway, sending it— and me— tumbling to 
the ledge below. I don’t remember hitting the 
ground, only waking up there several hours 
later. 
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Return to Atrus’s Lab 


when I finally awoke, several hours had passed. It 
was now night, and for a moment 1 couldn’t 
remember where I was or what 1 was doing there. 
As my blurred vision gradually cleared, so did the 
fog m my mind. 


1 winced as 1 gingerly touched the knot on the 
back of my head. What had happened? 1 Mi^YhlotnvmMurn^foniihorfflweirffermkltttjMfi. 

remembered the walkway giving way under me. Was 
It some sort of natural occurrence that triggered it, 

an earthquake perhaps? 1 immediately discounted the idea. 1 couldn’t imagine Atrus designing any structure 
for his family’s living space that couldn’t withstand a tremor or two. 





As I struggled to remember what had happened, I recalled the bright flash and thunderous sound 
beneath the walkway— an explosion then. But what could have caused it? I felt confident that it was nothing 
I had done. After all, I had followed to the letter Atrus and Yeesha’s instructions for restoring the power. 



The explosion had destroyed the pathway, leaving 
me unable to reach Atrus and Catherine’s bedroom 
directly, but 1 was able to climb the ruined walkway 
behind me like a ladder to reach the second garden. I 
was relieved to see that Tomahna’s lights still glowed 
with electricity, as there was no way for me to return 
to the waterwheel with the wooden pathway shattered. 


I dimhed the mined fmfhmej like a hdder. 


My blood froze m my veins. Yeesha. Where was she? I 
heading toward her parents’ bedroom just before the 
blast. 1 had to find her, and quickly. 


remembered seeing her crossing the pathway. 


In a daze, I stumbled back through the second 
garden and the first garden beyond it to reach the 
elevator. I decided that my first priority was to contact 
Atrus m the Rime Age and alert him to what had 
happened in Tomahna. Stepping into the elevator, I 
raised the lever inside of it to send it up to Atrus’s 
laboratory. 






Tomahna // Part Two 



Atrus’s Journal 


I remembered Atrus telling me that I could contact 
him on Rime by looking in his journal for the 
correct Crystal Viewer combination, then reacti- 
vating the Crystal Viewer by adjusting the antenna 
on the roof. Approaching Atrus’s desk, I opened 
the drawer underneath his globe to find his journal. 


Atrus’s journal alternated between details of 
his experiments with the Crystal Viewer and his 
private agony over how to deal with his sons. 
Toward the end of the journal, the two lines of 
thought merged into one as Atrus mentioned 
using the Crystal Viewer to see Sirrus and 
Achenar m their Prison Ages. 




I found Afrm jonrml in hh de^k. 


The fli we cowhhmfionforfhe Crejih! Viewer 


Reactivating the Crystal Viewer 

Although the power was flowing freely to every other device in the laboratory, the Crystal Viewer was not 
operational. I looked around the room to see if I could discover how to reactivate it. 



The Crtjdal Viewer wm tiof operafiotwl. 


Secnrifij motidon-whaf pnrpoH could fhetj Hrve? 
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Walking past the Crystal Viewer, I saw three monitors shaped like portholes on the side of a ship. 
Examining them more closely, I saw that they displayed images of various areas on Tomahna. I supposed 
that after Saavedro’s ambush years ago, Atrus constructed these to feel a bit more secure. But what if he 
suspected a different threat and was making quiet preparations to deal with it? 



t A trus 's Security Fixa tion 


Atrus's obsession with security comes as no surprise to DRC members. Having lost so many 
of his Unking Books on Myst, then having his new home broken into W years later, he 
obviously had to do something. 



Very little is known about this 
particular device, as Atrus 
abandoned work on it shortly after 
the Prison Age escape. Perhaps by 
^ studying the cameras' technology, 

I we may someday re-engineer what 
left unfinished. 


The installation of security cameras in Tomahna roughly correlates with the period in 
which Atrus began improving his Crystal Viewer. This is significant, as it suggests that the 
technology used by his cameras may have been a precursor to what was used in the viewer's 
"movable eye" attachment. 



I turned to look at a map of Tomahna next to 
the monitors. Lifting up a comer of rt, 1 saw a 
diagram that implied that the giant telescope that 
dominated the laboratory somehow activated the 
Crystal Viewer’s roof antenna. 


A ikefck Mind the nrnf-io the fehcofe tid-mfed the rocfatifema- 


Tomahna // Part Two 


I pulled a switch on the railing near the 
monitors, and a large section of the roof slid open, 
revealing the night sky beyond it. The telescope 
looked out through it. 


A witch on the rallinfj near the mctiifcn opened the roerf. 



Focus on the Stars 

"f ^ 0/ 





hnf in the fehcope chnirto rench the te!e%ope. 


After opening the roof, I walked past the 
security monitors, sat down m the chair at the end 
of the pathway, and touched the blinking red 
button on the chair’s arm. As soon as 1 did, the 
chair spun around and lifted me up to the 
telescope. 
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There were only three controls for the 
telescope. Dials on either side of it adjusted the 
view, and a button in the upper-nght comer— which 
bore an icon that resembled the Crystal Viewer- 
glowed when I pressed it. 


' -V 
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Vinh on eifheniiie effhe fek%olpe chmijed the view: the 
upper-riijhf button ncfivnfett the Crijttnl Viewen rocfmfcnnn. 


I spun the chair to face the Crystal Viewer and 
saw that its formerly dark monitor now glowed 
with a shimmenng display of static. The roof 
antenna was evidently now operational. Pressing 
the chair’s red button again, I returned to floor 
level and approached the Crystal Viewer. 


The Crijttnl Vlewenvn ope ration nL 



Contacting Atrus 



Now all that remained was for me to enter the 
correct combination of crystals into the Crystal 
Viewer so that I could contact Atras on Rime. I 
knew from his journal that each crystal emitted a 
specific resonance, depending on its color and 
shape, and that combining the right senes of five 
crystals would allow me to reach Rime. 


Crejtta! Viewer confroh: the horizontahtitter choie the crejtta! 
ihape white the lever below it tteterminett the color 


22 






Tomalina // Part Two 


There were eight different shapes of crystals 
to choose from, which I numbered one through 
eight according to their positions on the slider 
(one being leftmost, eight being rightmost). There 
were also six different colors for each crystal: red, 
yellow, green, blue, indigo, and purple. After 
choosing the shape and color for the crystal, 1 just 
had to touch the button below the slot where 1 
wanted it to appear. 


fliwe'i cnjih! cotrfifjunfion: iix-red, fonr-bhe, 
eifjhf-ijelloK ei(jhf-(jreen, fwo-'mdiijo 


I comU barehj hei^r Mm, md he couldn 'f hear we af a!!. 


Once 1 had the correct five crystals, 1 activated the connection 
to Rime by touching the large red button at the bottom of the 
Crystal Viewer. Atrus’s face appeared m a haze of static. 1 tried to 
explain what had happened on Tomahna, but he wasn’t 
receiving me. He said that an electromagnetic storm on Rime 
, was interfering with his equipment, and he wouldn’t be able 
“ I to link back to Tomahna until it was over. 


He asked me to go to his bedroom, find a symbol just below the uppermost drawer of the desk, and 
press It to open a compartment containing his commentaries on Spire and Haven, his sons’ Prison Ages. ’ 
an oblivious gnn, he also told me to tell Yeesha to do her homework. My heart sank as his image faded. 
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Atrus and Catherine's Bedroom 


Atrus had specifically told me to look for the 
commentaries in his bedroom, and the last time I 
saw Yeesha, she was heading in that direction. I had 
to find an alternate path to reach it. From my 
previous visits to Tomahna, I recalled that nding 
the elevator all the way to the bottom level would 
take me along a rail to the entrance of Atrus and 
Catherine’s bedroom. I wasted no time in nding 
the elevator all the way down and across the 
surface of the water. 


I rot^e the elevator all the waij down to wafer level 


When the elevator came to a stop, I exited and 
ascended the stairs in front of it to reach Atrus and 
Cathenne’s bedroom. Approaching the desk, I 
found the symbol that Atrus instructed me to 
press, but nothing happened. 




While searching the desk, I opened the topmost 


The elevator came to a itop in front cf dam lead in i] to Atm 
and Catherines hedroom. 



drawer and found a sketch of some sort of device 
that was apparently installed in the fireplace. It 
required me to turn on both of the bedroom’s 
lamps to activate it. 


I opened the desk drawer to find instructions fora 
device in the fireplace. 




Tomahna // Part Two 


Commentary Books 



I could mw fhe and open fhe hidden comparfmenfy 


After opening that drawer, I could now press the 
symbol and open two hidden compartments near 
It, revealing a red book and a blue book. I could 
hear Atrus’s sons’ voices echoing in my mind from 
20 years ago saying, ”Bnng me the red pages,” and 
”I must have the blue pages.” 



Spire commenfanj-confained Crijdal Viewer ^eff inf- llaYen commenfarej-aho confained Crijdal Viewer code. 


The red book contained commentary on Spire, 
Sinus’s Pnson Age, and the blue book contained 
commentary on Achenar’s Pnson Age, Haven. I 
noted with some sadness that both commentanes 
were wntten before Atrus knew his sons’ greed 
would lead them to impnson themselves in the Ages. 



1 made sure to photograph both commentary 
books’ Crystal Viewer combinations for future 
reference, should 1 ever need to use them. I then 
resolved to see what this fireplace device was all 
about, turning on the lamps on the desk and mghtstand as the instructions indicated. 


I famed on fhe deik lamp and nifjhhfand lamp. 
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As I turned on the nightstand lamp, I noted 
that only half of the bed remained unmade, a sure 
sign that Atrus and Catherine were fighting. A note 
on the opposite nightstand confirmed this. 


VJe mmt he m'M in fhh- Cm r " ^ 

to Ihfen mdforf'n? Foricmnot he dremj in M nlme- 


It was obvious that Atrus’s struggle to determine the best course of action regarding his sons was 
complicated by a number of factors, including the feelings of their mother. 


Firepl 


ace 



Not wishing to intrude on Atrus and Catherine’s 
personal life any more than I already had, 1 turned 
my attention back to the fireplace. A portrait hung 
above it, showing Atrus, Catherine, and their young 
sons enjoying an afternoon on Myst Island. It 
reflected the conflicted love of a parent— Atrus’s 
condemnation of his sons’ actions had done 
nothing to erase the paternal love he obviously still 
held for them. 




A perfratf ffffhe famthj in ha})pler fima 



Tomahna // Part Two 
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The Artist behind the Family Portrait 



The family portrait believed to have 
been on display in Atrus and 
Catherine's bedroom has even more 
significance than researchers first 
realized. Evidence uncovered in the 
Cleft suggests this portrait may 
have been painted by Anna, Atrus's 
much beloved grandmother. 


Apparently, Anna painted the 
image while she was living with 
the family on Myst Island. If so, the portrait certainly would have evoked bittersweet 
memories for everyone, as Anna's death is believed to have been one of the contributing 
factors in Sirrus and Achenar's moral decline. 


I 



Yee^/uji neckhce w/ in fhe fireyhce. I imnn inwfje cfYeahn kinij (jnbkd bij nn unknown perm- 


As I approached the fireplace, I saw a blue object glittering in a comer of it, which I immediately 
recognized as Yeesha’s necklace. 


I scrambled into the fireplace and picked up the necklace. As I touched it, I saw a vision of Yeesha being 
pursued by someone who chased her into this room. Yeesha managed to slip into the fireplace and shut the 
grate before the interloper could reach her. But at that point, her necklace fell off, and the vision ended. My 
heart leapt into my throat. I couldn’t afford to wait for Atms to return— I had to find Yeesha immediately. 
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I turned around and examined the fireplace, 
pressing the button that I had seen Yeesha press 
in the vision. The fireplace grate slid down, 
revealing an eight by six grid of squares. Beams 
of light from the table lamp device illuminated 
several of the squares. 


I quickly surmised that the beams of light repre- 
sented the combination of squares that would 
solve this puzzle— and hopefully lead me to Yeesha. 
However, unlike the original fireplace puzzle on 
Myst Island, touching a square activated the four 
squares around it, not the touched square itself. 


After some tnal and error, I figured out that there 
were only seven squares drat needed to be touched in 
order to activate all of the squares marked with 
beams of light (and only those squares). 



//imW a buifoti, reveii!iti(j (jrid erf bom, Hke fhe Mrjif 
Bimtl firepha pM2z!e. 



Tbnchinij a •>iprare dcimfeik fhe four tmnnif if, 

tioffhntipifire theff. 




The iolnfion fo fhe pniife-I fonchetf fhen Hven y^mny 




Tomahna // Part Two 



Hidden Linking Chamber 


As soon as I entered the correct combination of 
squares, the floor of the fireplace dropped, taking 
me down to a hidden underground chamber. I 
stepped out of the fireplace elevator and examined 
the cavern. 



The fireplace became ati ekvafor leadmfj domi 
io a htddeti Utikitvj chamber 



Whatever earned the exphdon oriej mated here. two booh- red and bhe 


One thing was immediately obvious. The explosion that rocked Tomahna originated in this chamber. A 
huge iron door lay on its side, blown off of its hinges. As I approached the door, Yeesha’s necklace began to 
glow. I touched the necklace and heard an echo of Atrus’s voice telling Catherine that they would see their 
sons again soon. All that remained was for them to install this security door. 


I turned to examine the golden pod at the end of the room, already starting to figure out what this room 
was used for. The two Linking Books— red and blue— inside the pod confirmed it. Atrus had designed this 
chamber for use when and if he and Catherine decided to release their sons from their imprisonment. 
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Origins ofTomahna's Linking Chamber 

It’s interesting to note that Atrus was 
not the first D’ni descendent to write 
a Prison Age. Nor was he the first to 
build a secure "linking chamber" to 
access ^ch worlds. Journals written by 
Atrus's grandmother describe a similar 
chamber in use during the trial and 
imprisonment of Veovis, D’ni's most 
notorious villain. 

No doubt Atrus heard of such chambers through Anna and may have based Tomahna's 
escape attempt. 



\ 





With trembling hands, I pulled 
the lever outside of the pod and 
watched as it spun on its 
honzontal axis and opened, 
granting me access. 


r 



Atrus had added a second lever inside the pod 
as an additional security measure. Pulling it locked 
the pod and opened the Linking Books. The red 
book to my left showed an image of Spire in its 
Linking Panel while the blue book to the nght 
seemed to lead to Haven. 

All of this security, and it seemed as if none of 
A Hcond lever !n the pod doHdfhe door md opened f he koh. it had stopped someone from linking to Tomahna, 

detonating a bomb of incredible power, and 
perhaps abducting Yeesha. The list of suspects was 




short— only two names long, m fact. The only thing 
that remained to be seen was if it was Sirrus or 
Achenar who did this— or perhaps it was both of 
them working together. 


I decided fo heejin tnej Hnrchfor mmn in Spire. 


But surely they wouldn’t harm their own 
sister? There was no time to contemplate such 
things. I turned to my left and placed a hand over 
the Spire book’s Linking Panel. 
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spire 



// 



First Island 


when I first opened my eyes after linking into Spire, I gazed directly at a celestial body, either a bright moon 
or dim sun, which illuminated a bank of clouds below me. 




I looked down to my nght and saw a Tomahna Linking Book, which I could use to return to Tomahna at 
any time. 1 turned around and examined the rest of this linking chamber, which had been npped apart like 
the one on Tomahna. However, where the Tomahna chamber seemed to have been blown apart from the 
inside, this one seemed to have been shattered by an outside force. 


Unlike Tomahna^ rh^ u end. 

J^^i^rnal" implies that n 'l^'ven 

be made to a book lest ^ 

e’^'stinglink Zr f 

detailed as these cha Z ^ 

3s "minor. " t ese chambers can hardly qualify 

have seemed 
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The chamber had been divided in half by 
metal bars, now shattered. The half with the 
Tomahna book was isolated from the rest of 
Sirrus’s prison (obviously as some sort of visitor’s 
room) while the other side held a D’ni schoolbook 
on a bench. Yeesha’s necklace glowed as I brought 
It near. I touched the necklace and heard the echo 
of a conversation between Yeesha and Sirrus, in 
which Yeesha offered to teach Sirrus to read and 
wnte D’ni. 



Thh ichodhok a memortj of a 

commsdion keiweeti Sirm atid Yecihi^. 


Could Sirrus have escaped from Spire by 
somehow detonating a bomb m this linking room 
and then using the Tomahna Linking Book? If so, 
It also seemed possible that he was the one who 
bombed Tomahna. 1 resolved to take a look 
around Spire and see if 1 could confirm any of this 
or find any trace of Sirrus. 


I carefully headed down the narrow stairs that 
led from the linking room. As improbable as it 
seemed, according to Atrus’s commentary on the 
Age, these stairs were not man made but shaped 
naturally by the erosion of Spire’s winds, the same 
winds that whipped past me now. Atrus, with his 
scientist’s mind, might have viewed Spire as a 
humane prison, but its stark landscape and bleak 
environment made me question my old friend’s 
opinion of the Age. 



The linkiiKj cheimkrwm ^ wreck- 



I walked down the narrow datn from fhe linkinij room- 





A cnjih! repUca cf f he f replace painfinfj 


At the foot of the stairs stood a crystalline 
reproduction of the Myst Island family scene I saw 
in Atrus and Cathenne’s bedroom. Yeesha’s 
necklace glowed as I approached it, and when I 
touched the necklace, I heard Sinus talking to 
himself as he struggled to remember the scene. 
Obviously, he had carved this touching vignette. 
Was this an indication that Sinus had repented and 
wished to re]oin his family? 


Sirrus the Sculptor 

nRC members most familiar with the lives of the brothers still debate exactly when 
Ms JentSor sJlptIng first rpawjested itself. Had he experimented txtth’tb^re 
the as<e of nine he definitely would have benefited fronrhis great-grandmother s 

mufcl.7lnaJsan aLmpllshed artist. Ho doubt, she mnid bare encouraged 
the boy's ability had she seen signs of it. 

Regardless of when it appeared, Sirrus's talent most certainly came into its own 
durhighis imprisonment. Even today, Spire's chambers contain outstanding examples 
of his artistry— regardless of what one thinks of their subject matter. 


To the nght of the statues were a bumed-out 
fire, a bedroll, and some tools. Again Yeesha’s 
necklace glowed, and touching it revealed a vision 
of Sirrus, his blanked wrapped around him to ward 
off Spire’s winds, desperately trying to discover a 
way out of Spire. Judging from his panicked 
expression, it seemed as if he had not yet grown 
used to his captivity. 



A Yrndlmacie cfSirm ihorfhj irfferhh tmprhomnetif? 
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Following a pathway to the left of the statues, 1 
approached an enormous crystal (which I would 
eventually come to descnbe as a ’’frequency crystal” 
for reasons explained later). A gauge below it had 
the fourth notch marked with a white line. 1 
photographed the crystal and its gauge, figunng 
that It was probably part of a larger mechanism. 



A "ireifnetiaj cnjihtwtfh fk fourfh notch on 
the nmne wnrkect with n white tine 



A (jIhnjJH efthe cnjitnh pentiwjonnl hne 



A "windpipe" thnt led to the dockintj dcdion 


Touching Yeesha’s necklace near the frequency 
crystal showed me a vision of its pentagonal base. I 
could not imagine at the time why such a tnvial 
piece of information would be important, but 1 
made a note of it anyway. 


To the nght of the frequency crystal was a 
hollow stone tunnel that led straight down. The 
remnants of a frayed rope were tied to the opening. 
I touched Yeesha’s necklace as 1 approached the 
’’windpipe” (as 1 came to call it) and heard Sinus 
talking to himself as he tied the rope to the 
tunnel’s mouth. He hoped to find the Linking 
Book at the bottom of the windpipe. 



As I examined the windpipe, I leaned too far 
over the edge and fell into it. My arms flailed 
wildly in a vain attempt to secure a handhold on 
the tunnel’s smooth walls as I slid down. 


Ihmed in too far and did down the windpipe. 



Docking Station 



Some iorf erf dock? 



Sirm referred fo them m "condncfon, ' mennf fo 
channel dafic ejecfric'rhj. 


My nde came to an abrupt but mercifully painless 
end in a lower level of the island. Looking to my 
left, I saw a string of what looked like illuminated 
buoys, floating below a sea of hovenng boulders. 
The buoys were obviously man made, and an 
adjacent plateau gave the appearance of a dock. 


I stepped onto the dock and looked out at the 
buoys. Yeesha’s necklace emitted its signature tone, 
indicating that it had something to reveal. When I 
touched the necklace, I heard Sinus shout 
tnumphantly, obviously pleased that his 
’’conductors” (as he called the buoys) were able to 
collect the static electncity in the atmosphere. He 
then set a goal for himself to channel the electncity 
for something more useful. 
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A cotifro! ^am! cf '>orh-hnffonvhaf! 


Acfivuimi] fk Hven conducfon moved fhe "rock ihtje' all f he 
tvmj fo fhe ground and dack if fhe re. 


Near the bottom of the windpipe, I found a control panel with a closed hd. As 1 examined it m detail, 
Yeesha’s necklace allowed me to hear Sirrus talking about not wanting to ’’lose another ship.” The sound of 
Sirrus activating an electromagnet and charging conductors could be heard m the background. 


1 opened the control panel hd by pressing the blue button to the left of it. A switch on the left side of 
the panel powered up the panel; I flipped the switch. A gauge on the right side of the panel appeared to 
display the height of some object, but what 1 didn’t know. A sliding switch at the bottom of the control 
panel illuminated the seven crystals along the top of it. 

After some trial and error, I realized that as I lit up more crystals, a ’’rock ship” above me descended 
farther. Wishing to examine the rock ship m greater detail, I illuminated all seven crystals, but the rock ship 
descended too far and stuck to an electromagnet below me. 


r 


NOTE To ACTIVATE ALL SEVEN 
CRYSTALS, 1 FLIPPED THE POWER 
SWITCH FOR THE CONTROL PANEL AND 
MOVED THE SLIDER RIGHT, LEFT, RIGHT, LEFT, RIGHT. 



The rock ship remained a mystery to me. I left 
It stuck to the electromagnet and decided to 
examine the rest of my surroundings. Between the 
dock and a ladder leading up to a trapdoor, I 
pulled a glowing green lever that revealed what 1 Atiof her confro! panel? Some wrf erf power diafjram? 

initially thought to be a second control panel. 

However, an experimental touch resulted in a surprising shock. 



On second glance, I decided that it looked more like a diagram of the power in the immediate area 
(since 1 had ]ust lit up seven crystals at the nearby control panel, and now seven circuits were lit up on this 
device). Touching Yeesha’s necklace confirmed that 1 was looking at a circuit network that Sinus had 
amazingly built from scratch. A row of four dimmed circuits above the seven lit ones implied that there 
might be another control panel elsewhere, likely above my cunent position. 


In my search for the second control panel, I 
turned around and climbed the ladder near the 
circuit network diagram. Unlocking the trapdoor at 
the top of the ladder, I pulled myself up into a 
dimly lit garden. 



Idiwkd the hMer kudinfj fo a fnpdoor. 
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Garden 



The first thing that caught my eye in the garden 
was a nearby floating boulder, held to the docking 
station below me by a solid iron chain. Touching 
Yeesha’s necklace as I examined the boulder 
showed me that Sinus was as shocked by the 
boulder’s impossible physical properties as I was. 

Sirrus was also determined to figure out a way to 
use the Age’s floating rocks to free himself from his 
pnson. I realized that the ’’rock ship” I had seen earlier must have been carved out of one of these boulders— 
perhaps this was to be the hull of Sirrus’s next ship, had he lost his onginal one. 





I Ignored the second ladder leading up and 
instead walked past the floating boulder, where I 
found one of Sirrus’s journals on a rough-hewn 
stone desk. I took a moment to read it and found 
that It contained Sirrus’s initial observations on 
Spire. His ovemdmg goal was to find a Myst 
Linking Book that he was sure Atrus must have 
dropped into the clouds below as he linked away 
from Spire. 

Sirm'i ionnuil tvm full erf ohervirlicm afouf fhe foafim 

Sirrus noted that the crystals of Spire naturally ,„dchctrmll^ chfimed 

built up static charges that caused them to glow. 

When the crystals were discharged (by grounding them), they emitted a powerful shock and dimmed until 
they naturally absorbed more static electricity. They also produced a musical tone, which Sinus hoped to 
incorporate into an amusing diversion m order to keep his sanity. 


Sirrus saw flickenng lights on Spire’s other unreachable islands and considered that they might be 
evidence of other living beings— or simply more crystals. He came up with the idea of harnessing Spire’s 
levitating boulders to fashion some sort of vessel that he could use to explore Spire more thoroughly. But to 
do that, he would have to find a way to keep the rocks from floating too high. 


The crystals were the key to his plan. He deduced that the boulders were able to float due to some sort 
of diamagnetic property of the green minerals that ran through them. Sirrus theorized that if he could attach 
crystals to floating rocks (the conductors I saw from the docking station), he could create an electromagnetic 
’’rail” that would pull his ’’rock ship” to the next island. 


Next to the journal was a small experiment m 
harnessing a crystal’s electncity to control the 
levitation of a hovenng rock. Touching Yeesha’s 
necklace allowed me to hear Sinus’s observation 
that as long as the crystal remained grounded, 
electncity passed straight through it. 

1 pushed the slider m the center of the 
expenment to the nght and turned the crank at the 
base of the crystal, which caused the crystal to 
crackle with electncity. 1 then moved the slider to 
the left, and the electncity transfened to the 
floating rock, pulling it down for the duration of the 



Ati experimetif wifh floai'mij roch Mk elecfrkifij cnjM 


charge. 


So Sinus’s science was solid— but could it actually be applied? It seemed that Sinus had a working 
model at the docking station, but 1 had yet to operate it for myself. I felt that it was essential to retrace his 
steps if 1 was to have any hope of discovenng what had happened to him— and perhaps to Yeesha. 



A fekiccpe wn poitifet^ af fhe mare^f 


To the nght of the expenment was a crude 
telescope trained on the top of the nearest island. 1 
looked through it, touching Yeesha’s necklace as I 
did, and heard Sinus’s desperate hope that 
reaching the near island would allow him to reach 
the ground and find his father’s Linking Book. 
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Walking behind and to the left of the desk, I 
found a crystalline statue of Catherine holding a 
plant. Touching Yeesha’s necklace revealed that 
Catherine had given Sinus some of the plants that 
grew in her garden. This explained why several of 
the plants I saw growing in Sinus’s garden looked 
so similar to Tomahna’s flora. 



A Knlfrfnre ef Caiherim-ihe mrce cffhe (jarden'i phtih 


A Scientific Approach to Gardening 

I Not everyone can grow a perfect garden, but judging by the plant samples collected from 
Spire, Sirrus most certainly tried. 

! The fact that he cross-pollinated 
plants is not that surprising. We know 
' from Narayani records that both Sirrus 
1 and Achenar were quick to master 
many of that culture's advanced horti- 
cultural techniques. No doubt, Sirrus 
, would have used what he learned on 
\ Narayan, if he'd believed it could 
I improve the plant varieties in Spire. 

\ What is surprising, however, is the 

extent to which Spire's flora has been genetically reengineered. Today, almost 20 percent of 
! the samples taken from the Prison Age bear striking similarities to plants found on other 
\ Ages. We know that Catherine was in the habit of exchanging seeds with Sirrus. Even so, 
it's a startling result in less than 200 years of evolution. 



\ 

Iw. 



A table near the statue was littered with 
syringes, vials, and a large crystal full of green 
liquid. Something about them struck me as sinister. 
Perhaps I was being overly suspicious, but it didn’t 
seem as if Sinus was conducting simple horti- 
cultural expenments here. Or if he was, the exper- 
iments weren’t just the result of Sirrus’s desire to 
acquire a green thumb. Was this just an attempt to 
sway his mother to take his side over Atrus’s? 


Whafwn fhh medforl Cetfainhj not (ji^rdeniiKj- 


Laboratory 



I refumd fo fhe hMen and explored fhe A paeje erf Sirm j nofei near a mined piUar- 

laloraforij on fhe ofhenide. whafcoald Y-Jl-4' nieanl 


Having seen all that the garden had to offer me at the moment, 1 retraced my steps back to the ladder 1 had 
climbed and walked past it toward Sirrus’s laboratory. The laboratory was a wreck— with rocks, boulders, and 
odd pieces of machinery scattered everywhere. 


As 1 passed a broken pillar near the ladder leading up from the docking station, I happened to look 
down and see a page of Sirrus’s notes. His conclusion, according to this note, was that he had to have ’’six 
lightning conductors charging cable *1 to disrupt sample’s molecular constitution, provided other cables are 
set correctly.” The combination ”8-12-^” was marked with a check at the bottom of a column of other combi- 
nations with X’s next to them. 
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Strm'i }>enonal Imm] ipace 



S!rm wm phujintj with che^i pieca tiwde ef imm ‘>fom- 



Another cfnotei nenrSirrm'i mMenin 


I walked forward into the laboratory and saw 
Sirrus’s bed and washbasin ahead of me to the left. 
A chess set sat on a table next to the bed; the 
pieces were arranged as if Sirrus was in the middle 
of a game with someone. 


Yeesha’s necklace revealed that Atrus was his 
opponent, and that Atrus had deliberately refused to 
put Simis mto check, choosing to leave his own queen 
vulnerable instead. Sirrus remarked that getting Atrus 
to give him the chess pieces— which were made of 
nara, the incredibly dense D’m stone— was more of a 
challenge than beating him at the game. 


I found another page of Sinus’s notes next to 
his washbasin. Entitled ’’Blue Crystal Test *17,” it 
venfied that three lightning conductors were 
needed to power ’’cable *1” and disrupt the 
molecular composition of the sample. Sirrus noted 
that he was still testing to find ”2 remaining 
increments.” 




On the opposite side of the laboratory was 
another windpipe leading down. Sirrus had 
constructed another desk next to it. Amid vials of 
green liquid and a variety of crystals, 1 saw two 
more sheets of notes. 


The first showed a sketch of one of the nara 
chess pieces, with the note that it was stronger 
than any other substance— ’’will need all the power 
keyboard can take. Will even that be enough? If 
distnbuted... across all 3.” This was accompanied by 
a sketch of a conductor control device lined with 
thirty-six buttons or knobs, with three nodes 
attached to it. Several three-number combinations 
were crossed out in the upper-right comer. 1 
conjectured that the ”8-12-^” combination I found 
earlier was the key to this device somehow. 



Atiofher mxf io Slrm > dak 



So Sirm mnfed nan for wore fhm Jmf a ejawe erf char 


A second page of notes featured what looked 
like another sketch of the conductor control panel 
with the thirty-six buttons and three nodes. Sinus 
noted that every partially successful rock test 
suggested that he needed 20 units of power total, 
no more and no less. The tnek was finding the 
combination m which it should be divided across 
three cables. 1 reconsidered my previous 
hypothesis, as the ”8-12-^” combination added up 
to 2^, not 20. 



Second {meje erfnofei-looktnfi for fwenhj nnifi 
erf power f of eel acroa three cahh 
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I opened a small compartment in the desk and 
found two more pages of notes. The top one 
showed a sketch of a blue crystal, with the 
following notes: ’’Blue crystal test results 
conclusive. Need to supply keyboard with total 
electricity gathered in garden and docking station 
only to disrupt these samples.” 


T-i 1 f . f 1 j ..1 r ^ Twomonpamdmfc> 'mcicomparfmenf 'mfkdf>k 

1 he second page ot notes, found under the first ' / ' ' 

page, read: ’’Strong earthquake-like tremors m lab 

when 2 of harmonics listed m musical chart were played. Could I be close to finding usable frequency? Lab 
mostly rock.” It also had a sketch of a rock pillar, similar to the crumbled ones at the entrance to the 
laboratory. Had Sinus accidentally stumbled onto some sort of frequency that destroyed his laboratory? 


Jhe Explosion that Nearly Killed Sirrus 

L Recently, DRC researchers have assembled a fairly plausible timeline covering Sirrus's 20-year exploration 
I and transformation of Spire's caverns. The timeline shows, for instance, that Sirrus must have set up his 
experimental lab within his first six months of imprisonment. (For it was here that he conducted most of 
I his research into the electrical storage capacity of Spire's crystals.) 

What the timeline lacks, however, are exact details as to when and how this first lab was destroyed. 
The only clues pertaining to that incident consist of an obscure entry in Sirrus's second journal and the 
' following note, captured by the stranger's hand: 




Was Sirrus still using this lab when he stumbled 
upon his greatest discovery? Or had he already 
relocated the bulk of his work to a second, much 
bigger cavern? 

Information pertaining to Sirrus's activities in 
the five years immediately preceding the linking 
chamber's appearance becomes sketchy — if not 
downright nonexistent. So for the time being, it 
seems, our timeline must remain incomplete. 


I 




At the end of the laboratory, perched next to a 
sheer drop into the clouds below, was another 
frequency crystal like the one I saw near the first 
windpipe I traveled through earlier. When I 
approached this one and touched Yeesha’s 
necklace, I heard Sinus announce the 
commencement of ’’rock test number twenty-nine... 
yes, this should be it. This should be the one.” This 
was followed by the sound of a tremendous 
explosion. In the vision, I noted that the crystal had 
a hexagonal base. Its gauge— which I found had 
been blown across the room and embedded m 
Sirrus’s bedpost— had a white mark next to the 
seventh notch from the top. 


With the laboratory fully explored, I decided to 
slide down the windpipe next to the desk and see 
where it led. 



Atiofher "frciiMncij cnjiht with a hexi^fjorn^! bme 



I ‘>1 id down fhe hbonfonj windpipe. 


Prison Cell 



If depod fed me in a prhon cell. 


After a much shorter nde than in the first 
windpipe, I landed in what appeared to be a small 
prison cell. A large throne loomed m front of me. I 
approached it and sat down. 




M )■ 
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I pressed a blue button on the right arm of the 
throne, and two spidery arms on either side of it 
lowered a control panel into position. Noting the 
36 buttons along the edge of it, I recognized it as 
the conductor control panel from Sinus’s shetches. 
The control panel was completely unresponsive, so 
I touched the blue button again to retract it. 
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The 36 hffom Imlntj fhk device made if 
recofjtiizM m fhe one from Sirrmi nofey 


From the throne, I faced yet another crystal 
statue, this one of Atrus and Cathenne. I 
approached it and noticed that Cathenne was 
holding a page of notes in her hand. Examining it 
more closely, I saw that it had a senes of three-digit 
combinations on it. 




Another crijdal dafpie, fhh one erf Aim and Catherine 

Three Digit Combinations 


First Digit 
1 

Second Digit 
0 

Third Digit 
0 

1 

0 

1 

1 

1 

1 

1 

1 

6 

10 

1 

6 

10 

6 

6 

10 

10 

6 

10 

10 

4 

10 

10 

5 

10 

10 

5 

1 

10 

5 



I had no idea what the numbers meant though 
I figured that they must somehow relate to the 
three nodes on the conductor control panel. I took 
a picture of the sheet for future reference. 


Next to the throne was what seemed to be a 
power switch. One cable connected it to the throne, 
and two more snaked beyond a closed grated pnson 
door. Hoping to restore power to the conductor 
control panel, I attempted to flip the switch but only 
received a nasty shock for my troubles. 


I decided to see if I could follow the pair of 
cables leading out through the cell door. A quick 
pull on the lever next to the door opened it. After 
I stepped through the cell door, it closed behind 
me, leaving the stairs ahead of me as my only 
available avenue. 


The electnc cables stretched up and away from 
me as the stairs ended at an elevator shaft. (I later 
found that the cables led to the two control panels 
for the rock ship.) I chanced to look down and saw 
another page of Sinus’s notes. This page again 
seemed to confirm the ”8-12-^” combination and 
contained the following remarks: ’’Quartz samples 
visibly affected when cables 1, 2 set correctly and 3 
IS powered by less than 5 conductors. Must be 
neanng point of total molecular disruption. Will 
conduct 1 final test to be sure.” 



I (jof a tmfij ')hock from ihh w'lfch. 



I jm!M the lever fo open the door 



The pnmeje ended nf nn ekvnfor, wifh n pneje erf nofei on the floor 
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I stepped onto the elevator platform and 
pushed Its lever up. The machine creaked into 
action and deposited me at the garden/laboratory 
level. The only place left to explore was the one 
where the as-yet-unclimbed ladder between the 
garden and laboratory led. 



The elevaforfook me up fo fhe ej arisen mjain. 


NOTE I ALSO FOUND THAT, FROM THE GARDEN /LABORATORY LEVEL, 1 COULD RIDE 
THE ELEVATOR UP EVEN FARTHER TO REACH THE UPPER AREA OF SpIRE NEAR MY 
ORIGINAE EINKING POINT. THE PRISON CEEL LEVEL WAS THE EEEVATOR’S LOWEST LEVEE. 



Riding the Rock Ship 

I returned to the ladder between the garden and 
laboratory and climbed it to find another control 
panel with a sealed hd, ]ust like the one 1 had seen 
at the docking station. Before 1 pressed the blue 
button to the left of it that opened its lid, I 
examined the markings on the lid in greater detail. 

Touching Yeesha’s necklace as I did allowed me to 
hear the echo of Sinus berating himself for his 
inability to find the proper balance of forces that 
would get the rock ship out of its dock. I cUmhet^ fhe laMer lefii^lnej upfrom fhe center fff fhe 

fjnnfen/hhomfonj level fo rench n Hcond rock ihip control pane! 
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Thh pi^ne! nheti fhe rock ihijr njr enoncjh fo 
Off if cff <rf fhe hoffoni elecfrottwijmf 


Getting the rode ship to the doclang station 
involved a bit of trial and error, and my labors are 
presented here in simplified form for the benefit of 
my readers. 


First, 1 started with the rock 
ship stuck to the bottom 
electromagnet, the one at the 
docking station. (1 did this 
earlier m my ]oumey by moving the docking station control panel’s slider right, right, left, right.) Next, I 
illuminated two of the upper control panel’s crystals by moving its slider left, right, right. 


NOTE To AVOID CONFUSION, I MUST STRESS THAT SiRRUS 
ms WORKING ON MORE THAN ONE PROJECT IN HIS 
EABORATORY, AND MOST OF THE NOTES 1 FOUND WERE NOT 
APPLICABLE TO ACTIVATING THE ROCK SHIP. 


/I 
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I reh rued fo fhe rock ff wifh fhe (junfrej now exfen (fed. 


I climbed back down both ladders to return to 
the docking station and saw that not only was the 
rock ship at the perfect altitude to nde the crystal 
conductor ’’rail” that Sinus had run to the nearest 
island, but a gantry had also been extended to 
provide easy access to the rock ship. 





I rode the rock ihip fo the mured hlnnd. 


I wasted no time in climbing into the rock ship 
and throwing the throttle switch. The impossible 
craft lurched into motion and followed the path 
that Sirrus had designed. I found I was too busy 
marveling at Sinus’s obvious bnlliance to fear for 
my life as I probably should have. I felt a profound 
sense of regret that his great mind should be 
wasted by his poor moral character, but this soon 
gave way to concern for Atrus, Cathenne, and 
Yeesha. If Sirrus could design something like this 
from scratch, what could he achieve if he ever did 
break free of this Pnson Age? 


Second Island 


Upon amvmg at the second island, 1 climbed out 
of the rock ship and followed the crude pathway 
from the dock. I saw a third control panel, similar 
to the ones I’d used to activate the rock ship, but it 
was on the other side of a large gap m the island. 



The path ended at a shaft leading farther down I defended !nfo n dfrfffom fhe fop erf the mond hknd. 

into the island. Beyond that, 1 could see a third 
island in the distance. I touched Yeesha’s necklace 

as 1 examined the shaft and saw Sirrus descending into it with the assistance of a knotted rope. ”At last,” he 
exclaimed. ’’After all these years— freedom.” I decided to follow his path. 


upon reaching the bottom of the rope, I got 
my first glimpse of what lay beneath Spire’s layer of 
clouds. The islands did not protrude up from 
Spire’s surface but rather floated hundreds— if not 
thousands— of feet above a glowing green celestial 
body, possibly a comet. Spire’s floating islands were 
held in position by the gravitational pull of the 
comet below them and the moon above them. My 
present position was so far above the comet that 1 
could actually see the curvature of it beneath me. 
Steeling myself against a wave of vertigo, I forced 
myself to stop loohing down and noticed a nearby 
telescope aimed at the base of the first island, 
which protruded out from underneath the clouds. 

Approaching the telescope, 1 touched Yeesha’s 
necklace and saw a vision of Sinus’s reaction upon 
descending the rope and seeing how the object of 
his quest would never be found. Atrus’s Myst 
Linking Book was gone, lost to the inky void of 
space. Through a supreme effort of will, he held his 
sanity together and vowed not to be defeated by 
his father’s Pnson Age. 



A felcKofie af the httotti <rf the ihtrff 



S!rm wn n shocked kij fhe view ml my 
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Descent into Madness 

Many DRC members question exactly how 
Sirrus would have reacted the day he 
discovered the truth about Spire's floating 
islands. The journal he’d been keeping until 
then clearly shows faith in his own intel- 
ligence, as well as in his chances for escape. 

Psychologists often point to that Journal 
as clear evidence ofSirrus's extreme 
delusional psychosis. For 7 0 years, they say, 
the man steadfastly refused to acknowledge 
, his situation, viewing it as an inconvenience that he would alleviate the moment he reached Atrus’s 
dropped Linking Book. Sirrus’s need to find that book bordered on an obsession and may have been 
the only thing sustaining him through all those years. 

When faced with the reality of Spire, and the depths to which his delusion had forced him to go, 
I how did Sirrus react? We'll never know for certain because his journal-writing efforts didn’t resume 
^ until after the linking chamber appeared. Many believe, however, that Sirrus spent those lost five 
, years in a mad frenzy of destruction — expanding his rock ship network far beyond the second island 
and destroying all of the beauty to which his father's descriptive book had taken him. 





I looked through the telescope and manip- 
ulated the simple controls to the right of the 
imager to view the base of the first island in greater 
detail. A blue button in the center of the controls 
lit up when I was able to zoom in on an area of the 
island. 1 found a third frequency crystal m the 
upper-left comer of the telescope’s field of view. Its 
gauge had a white mark three notches from the top, 
and Its base had a circular shape to it. 

I the third freiinenoj cnjihht the bne cffhe fint hhnd. 



> 




A ttmm (jeanvifh a Mder chained fo if 


The only other part of the second island’s 
base that I could safely reach was a narrow 
pathway that led to an enormous gear with a 
giant floating boulder chained to it. I pulled a 
lever at the base of the gear, but nothing 
happened. It appeared to be stuck. 



I fmhed a Maii rock oaf erf f he waij erf f he (jear 
mcf jraiied fhe iever a ejain- 


I noticed a small rock between the teeth of the 
gear on its right side. I nudged the rock, which 
floated free, and pulled the lever again. This time, 
the gear turned freely, allowing the boulder to rise 
to the length of the chain. 


I had an idea of what the boulder’s purpose 
might be and climbed back up the rope to test my 
hypothesis, which proved to be correct. The 
boulder was now a stepping stone that allowed me 
to reach the third control panel, which overlooked 
3 d floating conductor crystals. Sinus needed a great 
deal of power for something— but for what? 



The hoaider acfed n a ifeTjrinfj done fo fhe confroi pan ei. 


I sat down and considered which of Spire’s 
puzzles remained unsolved. The only one I could 
think of was the conductor control panel on the 
throne m the pnson cell. I remembered that it had 
36 buttons around its penmeter— was this a clue to 
the number of energy conductors it would take to 
activate the panel? 
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Acting on my hunch, I manipulated the slider 
on the third control panel so that all 34 crystals lit 
up on the board. To do this, I flipped the activation 
switch on the left side of it and moved the slider 
right, right, left, right, left. The glow emitted by the 34 
floating conductor crystals dimmed as their corre- 
sponding crystals were illuminated on the control 
panel, confirming that 1 had successfully transferred 
the conductor crystals’ energy. 


I ncimied nil 34 cnjifnh on fhe fhtrd confro! fmtiel 


NOTE I FEARED THAT ENGAGING THESE ADDITIONAL CIRCUITS MIGHT RENDER THE 
ROCK SHIP INOPERABLE. BUT 1 FOUND THAT, UNLIKE THE TWO CONTROL PANELS ON 
THE FIRST ISLAND, THIS THIRD CONTROL PANEL WAS NOT WIRED INTO THE ROCK SHIP’S 
ELECTROMAGNETIC SYSTEM AND THUS HAD NO EFFECT ON THE ROCK SHIP. 




The nenrbrj circnif tUnijmw ihom4 n fofni ef43 circnih Hf njr. I rode fhe rock ff bnck fo fhe fmf hhnd. 


Stepping bach across the floating boulder, I managed to reach another circuit diagram device, similar to 
the one at the docking station on the first island. It showed a grand total of 43 active circuits. 

Touching Yeesha’s necklace proved that I was on the right track. Simis mused that once the circuits were 
activated, they would send power to where he needed it the most— to the throne in the prison cell. The vision 
ended with a disturbmg comment that 1 did not understand until later: ’’Can you hear the music yet, father?” 

With nothing left to explore on the second island, 1 rode the rock ship back to the first island in order to 
explore the throne more completely. 




Return to the First Island 


upon returning to the docking station on the first 
island, I consulted my calculations. I currently had 
A3 active conductor crystals, but if my hypothesis 
was correct, I only needed 36 (based on the 
number of buttons on the prison cell’s throne 
control panel). The quickest way to deactivate the 
seven surplus conductor crystals was to shut off 
the docking station control panel, which I did. 



fffffhe c^ockitwj Mioti confro/pumh Hveti cotit^ncfor cnj^fak 



The cotifrol pam! wn tiowacf'm. 

A 
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Now It was time to see if I was nght. I climbed 
the ladder from the docking station to reach the 
laboratory and slid down the laboratory’s windpipe 
into the prison cell. 


With exactly 36 conductor crystals activated, 
the 36 buttons around the perimeter of the control 
panel lit up, indicating that the control panel was 
now receiving power. 


7 refumd fo the prim cell hej cHwhinfj the hMer fo 
fhe khomfonj md didititj down m windpipe. 



Figurine Gallery 


I pulled the lever on the left side of the control 
panel down one notch, and the entire throne 
descended one level below the prison cell, coming 
to a stop in a gallery of crystal figurines. They all 
seemed to be carved into the image of the same 
young girl— was this supposed to be Yeesha? What 
purpose could they serve? 
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The throne wasn’t the only thing to descend 
into the figunne gallery. The crystal statues of 
Atrus and Catherine followed the throne down as 
well. Without leaving the throne, I took a close look 
at the statues and touched Yeesha’s necklace. The 
words 1 heard Sinus speak in the vision were 
distinctly unsettling: "Not long now, father, not 
long before I show you exactly what a ’smart little 
girl’ can do.” 


I fjnHed ihc kveroti fhe leff itc^e ffffk confro! jjfiml 
fo ride down fo the fijHrine ejnllerej. 



Aim ntid Cnfhermei ftfjnm demanded n well. 


Frequency Locks 


I pulled the slider again, and the throne sunk 
another level to a room with what seemed to be 
four locks, with a crystal m the center of each. The 
rows of figunnes from the gallery above me pivoted 
and aimed at the center of the ceiling. 



I pulled fhe didentejain fo descend fo a room wrfh four loch- 
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I touched the pane! hefow the jock wnejnrfien to open it 


Preninej the hhe button dropped we down farther 


I fjjanced down atwwe took to rifjht 


I touched a panel below the magnifying glasses 
that were trained on the four crystal locks, and it 
opened to reveal a blue button. 


I pressed this newly revealed button, and my 
heart leapt into my throat as the throne dropped 
until It hung from chains below the base of the 
island. All I could see below me was the 
undulating green glow of Spire’s surface. I resolved 
to do what I had to do here and get back to the 
room with the four locks as quickly as possible. 


I looked down at some tools to my nght and 
touched Yeesha’s necklace. An ungodly groan filled 
my ears. ”No wonder I can’t get the right 
frequency. When they slip out of tune, these cables 
sound worse than Mother’s caterwauling.” 





Three levers nffucheel fo three aebtei From left to rlfjht het the kven in the fourth, 

thini, ntid menth Foirtiom- 


Three levers sat in front of me, each attached to a cable. Presumably these were the cables Sirrus was 
trying to tune. I noted a shape on each lever: a pentagon, a circle, and a hexagon. Where had I seen these 
shapes before? 


Of course— they were the gauges on the frequency crystals. Sirrus had mentioned m his journal that the 
crystals emitted tones when discharged. He must have found a way to harness this ability. I consulted my 
journal and saw that the pentagonal frequency crystal’s gauge was marked at the fourth notch from the top. 
The circular crystal’s gauge was marked at the third notch, and the hexagonal crystal’s gauge was marked at 
the seventh notch. 


NOTE Pulling the handle at the top of each lever moved the lever down 
A NOTCH. Pushing the green crystal handle at the bottom of each lever 

RESET THE LEVER. THE STARTING POINT FOR EACH LEVER WAS THE FIRST POSITION 
(there was no POSITION ZERO). 
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After setting the three levers in position, I 
pressed a large blade button at eye level to my 
left, and the throne retracted back up to the room 
with the four locks. 

With the levers below in tune, I turned my 
attention to the sliders and the four crystal locks. I 
noticed that when I moved the three sliders up 
and down, the cables below me resounded with 
distinctive tones. Certain harmonies caused the 
crystals m the locks to vibrate with the resonance. 
Each crystal had one particular harmony that 
would shake it free of its lock for a short period of 
time. The tnck was finding all four crystals’ 
unlocking frequencies and opening all four simul- 
taneously. 



I touched d hhek hutton to tnej left to return to the four loch- 



I ndjmted the diden to cam the crejihh to react 



Crfta!#] itojrleft): k-tl-4 Cn^da! #1 (bottom rhjht): 3-1-1 






Cn^ifa! #3 ikttofti left-): 10-5-5 


Cnjih! #4 (fop riijhfj: 12-12- 12 


Eventually, after some trial and error, I solved the nddle. From left to nght, I set the three sliders to 6, 
12, 4, which unlocked the top-left lock. I then quickly moved them to 3, 1, 7 to open the bottom-nght lock. 
Switching them to 10, 5, 5 unlocked the bottom-left lock, and sliding them all to 12 unlocked the fourth 
one. It took a couple of tries before I could unlock all four before the first one locked itself again, but 
eventually I did it. 

Once I had unlocked all four locks simultaneously, a pathway appeared. I pressed the blue button on 
the nght arm of the throne to retract the control panel and crossed the stepping stones. 




Bomb Factory 


The path ended at a metal platform surrounded by 
spidery arms. It looked as if something had fallen 
onto the platform from high above it. Looking 
carefully at the rubble, 1 recognized it as a part of 
the mra linking chamber 1 had appeared in when 1 
first amved on Spire. 


A Mdllffinrim in a niefa! mmfj 

them.” 


1 saw a small crystal figurine in the shape of 
Yeesha on a bench and took a closer look at it. It 
was encased m a metal shell, with a second crystal 
suspended above it. Yeesha’s necklace revealed 
Sirrus’s contemplations on how best to keep the 
crystals from touching each other until he could ’’use 



I 


1 
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Isolating a Charged Frequency Bomb 



DRC scientists have long been intrigued by 
the mysterious substance that Sirrus created 
to keep his frequency crystal bombs isolated. 
They believe that the simplest way for him to 
maintain isolation would have been to freeze 
the newly charged crystals immediately, then 
spray them with water and wait for an ice 
coating to form. Sirrus never would have been 
satisfied with this answer, though, as it 
offered no guarantee that the ice wouldn’t 
melt before his bombs could be used. 


Whatever notes Sirrus kept on the substance were destroyed when the top half of Spire’s linking 

chamber plummeted into his bomb factory. All we really have left to go on is this travel journal an 

account which spends more time dwelling on Sirrus’s motives than it does his scientiflc 
advancements. 





A ickcfonwifch-I moved if io fk rtijhi A Hcotidjopiml, next fo fhe crijdal fiijpinm 


Next to the crystal figunne was a selector switch. I pushed it to the nght so that the switch lined up 
with the image of a figunne from the figunne gallery. 


1 found another one of Simis’s journals on the bench next to the figunne. It related Sinus’s discovery of 
the visitor’s chamber that Atrus wrote into Spire 15 years after Sinus’s impnsonment. Sinus had no luck 
convmcmg Atrus to release him, but he noticed that Cathenne’s emotions were much easier to manipulate. 

Sinus also remembered that he could excite the molecular structure of any matter, given the nght 
frequency. It was then that he hatched the plan to find a way to detonate the dividing wall that separated 
his pnson from the Tomahna Linking Book. All he needed was enough electncity (the conductor crystals) 
and the nght instrument (the frequency crystals), as well as a sample of the chamber wall itself He deduced 
that the chamber wall was made of the impenetrable D’ni stone nara, and so he convinced Atrus to give him 
the nara chess pieces so that he could expenment with them m secret. 

Sirrus’s resentment of Yeesha came through clearly in his wntmg as well, as if the dozens of crystal 
figunnes of her didn’t speak clearly enough to his obsession with his sister. He viewed the fact that Atrus 
had taught her the D’ni language— which was also used for wntmg Ages— as a slap m the face. He 
ominously vowed that if Atrus insisted on giving Yeesha that ability, Sirrus would ensure that Atrus was 
also giving It to him. 

The last entry m the journal caused my blood to run cold: ”105-5.28: I have found the frequency...” I 
realized that he probably wrote these words not long before Atrus had decided to contact me and get my 
opinion as to whether or not Sirrus should be released. 



The only other items of note were two devices, 
filled with the green liquid I saw on Sinus’s desk in 
the garden. One was labeled ”10-5-5,” and the other 
was labeled ”12-12-12.” A movable chute under the 
devices was positioned under the ”12-12-12” device; 

I moved it to the left so that it sat under the ”10-5- 
5” device. When 1 touched Yeesha’s necklace, I saw a 
vision of each machine dropping a crystalline figure 
into the chute below. The figures looked like the 
one sitting on the bench. 



FifjMtine colhcfonl 



I was starting to understand the devices on this 
platform. Unless I missed my guess, it was a bomb 
factory. The figunnes were actually explosive 
devices, tnggered by particular frequencies. I 
guessed that the green substance that Sirrus had 
engineered from the plants m his garden was a 
nonconductive insulating coating. Moving the 
chute out from underneath the ”12-12-12” device 
meant that, were a figurine to fall through it, it 
would not be captured but would instead hit the 
ground, shattering its nonconductive coating, which 
would cause it to discharge its unique frequency. 


I returned to the throne nnd iet the 
diden to ’tl-tl-tl’-explodon rewtted. 


I decided to test the theory. 1 had already 

powered up the factory by moving the switch to the nght so that it pointed to the image of the figurine. 
Returning to the throne, I set the sliders all the way up to ”12-12-12.” 1 watched as a figunne fell from the 
figunne gallery overhead and traveled through a tube to the figunne collector. With the collector chute 
moved out from under the ”12-12-12” figunne collector, the figunne fell out of the bottom and touched the 
ground, which caused it to discharge its electncity and emit the /lam-shattenng frequency. Not only did this 
confirm my suspicions, it also detonated the nara rubble m the center of the bomb factory. 
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I returned to the bomb factory and investigated 
the area where the rubble had been. Hanging near 
the base of what I realized was an elevator, there 
was an amulet. I looked at it closely and saw a 
small handle in the middle of it. 1 pulled this 
handle, and the amulet revealed six colored circles 
around its perimeter. I had no idea what it could 
mean, so I took a picture of it and resolved to 
ponder its significance later. 


I if epped ctifo the rMk'i former hcufioti dtid fomef nn nmirlef 


r 


The Amulet's Unreliable Color Codes 



1 pulled the elevator’s switch, but nothing 
happened. It wasn’t getting any power. I stepped 
off of It and, on a whim, slid the switch near the 
enclosed figunne back to the left so that it was no 
longer pointing at the icon of the figunne. 



I ilid the iwifch fuck fo the feff. 



I pulled the lever in the center of the elevator 
and rode it all the way bach to the top of Spire, 
near my linking point. 1 realized that if I ever 
needed to return to Spire’s bomb factory, I could 
use this elevator to quickly and easily reach it. 


I pulled the lever in the elevnfor mid rode nH the mij 
lack fo the fop <rf the finf hlattd. 
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My raminations on Siirus’s intentions were atruptly 
interrupted the instant I returned to Tomahna. From 
my vantage point inside the hidden linking chamber, 

I saw a disheveled figure walk out onto the balcony 
of one of Tomahna’s buildings, open a Linking Book, 
and disappear. The book fell past the balcony to 
land on a ledge below it. Recalling Tomahna’s layout, 
which had become as familiar to me as my own 
handwriting over the course of my many visits to Atrus 


I mw a (^hheveledfiijMre walk oafonfo Yeeiha'i kalconij 
and link- 


Return to Tomahna 


If 



Tomahna // Part Three 



and his family, I realized that the figure had linked away from Yeesha’s room. If I was to have any hope of 
finding Yeesha, I had to ignore the Haven Linking Book in front of me for now, get over to Yeesha’s 
bedroom, find that Linking Book, and use it to follow the mystenous stranger. 


I retraced my steps to Atrus and Cathenne’s 
bedroom by pulling the lever inside of the linking 
chamber to reveal its exit, pressing the button on 
the extenor of the fireplace elevator to summon it, 
and nding the fireplace elevator back up to the 
bedroom. 

As I did, I contemplated the identity of the 
stranger 1 had seen. He was too far away and 
linked too quickly for me to get a good look at 
him, but I didn’t think it was Sirrus. Even after a 
20-year impnsonment, I couldn’t imagine the vain 
Sinus allowing his appearance to detenorate so completely. That left Achenar as my best guess. I recalled 
that he prefened the wilder, more pnmal Ages in contrast to Sinus’s appreciation for sophisticated 
technology and cultures, which would explain the almost feral look of the stranger. 



I rode fhefirebhce ekvaforhack MbfoAfm md Cirfherirn'i kdroow. 


I had to strongly consider the idea that Sinus and Achenar were in this plot together. They both had 
the same reason to take revenge upon their father, and 20 years might have been enough time for them to 
put aside their differences and decide to work together. This thought brought me no comfort. Stopping 
Sinus would be difficult, but countenng both brothers working as a team would be nearly impossible 
without assistance. 



But there was no time for self doubt. I needed 
to reach that Linking Book, and pondenng the 
unknown challenges ahead of me wasn’t going to 
help me achieve my immediate goal. I left Atrus 
and Cathenne’s bedroom and retraced my steps to 
the elevator I had ndden from Atrus’s laboratory. 
Stepping around the elevator, 1 remembered the 
moveable bndge that connected my present 
position with Tomahna’s main living area. Cunently, 
the bndge stretched between the main living area and 
Yeesha’s bedroom. 


The woveM hrideje connected the wnin Hvinej 
nren (nejht) to Yeeihdi hedroow Heft). 
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I pulled the nearby lever to the nght, and the 
end of the bridge that rested at the edge of 
Yeesha’s bedroom rose up and swiveled to my 
present location. I walked across the bndge to 
reach the mam living area. 


I the lever fo move the briil^e fo mej current hcufioti. 


Main Living Area 

As eager as I was to reach Yeesha’s bedroom and 
find that Linking Book, I decided to take a quick 
look around the mam living area. If there was one 
thing I had learned from my dealings with Atrus’s 
family, it was that there was no such thing as 
being too observant. Also, although I couldn’t 
explain it, Yeesha’s necklace had already shown me 
so many valuable clues that I couldn’t nsk 
overlooking another one. 

Yeesha’s textbooks lay open on a table on the 
balcony of the mam living area. I approached them 
and found that they provided a very useful 
Enghsh-to-D’ni phonetic translation guide. Next to 
them lay a pad of paper and a quill on which 
Yeesha had practiced writing her D’ni name. 
Touching Yeesha’s necklace showed a scene of 
Atrus teaching Yeesha to write D’ni and reminding 
her that D’ni writers didn’t wnte Ages, they wrote 
links to Ages, an important distinction. I took a 
picture of the D’ni textbook for future reference 
and continued explonng the mam living area. 



Yeeshn's schoolbooh provitteit cm Etifjlhh-fo-V'nl tramlafm. 





Porirmh cffhe fwo hrofhen 


di 




On the mantle above the embers of a dying fire 
were portraits of the two brothers. Achenar’s 
bearded visage matched the glimpse I’d seen of the 
stranger outside of Yeesha’s room. 

Moving counterclockwise around the fireplace, 

1 saw a portrait of Yeesha hanging on the wall and 
wondered if Atrus had consciously separated her 
picture from her brothers’. Next to the portrait was 
a chessboard with the pieces arranged in the same 
positions as the ones on Spire. Touching Yeesha’s 
amulet as 1 examined the board gave me a glimpse into Atrus’s logic. Sinus had scoffed at his father’s 
decision to leave his queen vulnerable, but Atrus was using his queen as bait for Sirrus. 

”If he’s thinking ahead, he’ll see the trap I’ve set and leave my queen alone,” said Atrus. ’’But if he’s not, 1 
may ]ust win this game m two moves.” 







Two Can Play That Game 
(the Psychology behind a Chess Match) 

The father-son chess game that was in progress at the time of the Prison Age escapes has turned 
out to be something of an eye-opener. From the stranger's account of events, it's clear that Sirrus 
was using this interaction to trick Atrus into aiding his escape. But did Sirrus realize his father 
was also using the match as a way to see if his son had reformed! 

Atrus's strategy was simple but brilliant. 

By moving his white queen to the A3 
position, Atrus offered Sirrus a prize almost 
too tempting to pass up. If Sirrus ignored it, 
he could show evidence of his redemption 
and possibly win the game. But if he 
allowed his desire for power to blind him, 
he'd most certainly lose the game three 
moves later. 


1) White Queen moves to A3 
(Atrus's first move). 

2) Black Bishop takes the White 
Queen (Sirrus's counter move). 

3) White Bishop takes the Black 
Pawn (Atrus has "Check"). 

4) Black Queen takes the White Bishop. 

5) White Knight moves to G5 
(Atrus has "Checkmate"). 


Aim itievei fmf, wfo parfietj- 


Sirm ninkei hh counfenme. 


The evidence speaks for itself. 



Tomahna // Part Three 



The ‘,fove remafed with one crfYeeihn'i weworiei erf her mother. 


Continuing into the kitchen, I found that 
Yeesha’s necklace reacted to a scorched hanging 
pan. Yeesha’s necklace revealed a memory of her 
chiding her father for burning the pan and 
suggesting that they hide the evidence before 
Catherine returned. 


The stove behind me was still warm to the 
touch. Yeesha’s necklace allowed me to hear the 
echo of a conversation between Yeesha and her 
mother. ’’Your father’s linking home tonight,” said 
Catherine. ’’Why don’t we use the special plates?” 

Apart from a portrait of Atrus and Catherine 
hanging from the wall, there was nothing else to 
see in the living area. I walked back out onto the 
balcony. 



From the living area balcony, I flipped the switch to 
swing the moveable bridge so that it connected the 
mam living area to Yeesha’s bedroom. I wasted no 
time crossing it. From Yeesha’s balcony, I could see 
the hidden linking chamber’s cave, so I knew that 
the Linking Book must have been directly below 
me. But how was I supposed to get down there 
without breaking my neck? 


I moved the hrideje to Yee^hdi bedroom. 
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Yeolm) kdroom ken ramacket^- 


Yeeilia j jonrnnl mien kr ke!. 


I walked into Yeesha’s bedroom and was taken aback by the state of it. It looked as if Achenar had violently 
ransacked the room in search of somethmg— possibly Yeesha herself I examined the room carefully for clues. 


I found Yeesha’s journal on her bed and skimmed through it quickly. It gave accounts of Yeesha’s day-to- 
day activities from her 10-year old perspective. Notable entires included 
her father preventing her from accepting a gift of bones from Achenar 
and several entries regarding visits to an Age called Serenia 
(including the crystal combination for the Age, which I 
photographed). 

The people of Serenia apparently had some sort of device called 
a Memory Chamber, which was supposed to store a person’s 
memories after death. The Memory Chamber was guarded by 
female-only Protectors, one of whom ("Anya”) had apparently 
become somewhat of a role model for Yeesha. 

Yeesha claimed to have seen some sort of creature made 
entirely of water on Serenia. Anya referred to it as a "spirit 
guide,” which was essential for visiting the memories of others 
m some sort of "Dream World” through the use of the 
Memory Chamber. Yeesha was so taken with the concept that 
she told Sinus about it, and he gave her the gift of a spint 
guide statue. My heart sank upon reading this, knowing what 
Sinus’s crystal statues were actually used for. 
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Better to Give Than Receive 

Recently, a rather insightful observation has been made concerning the 
origin of Yeesha's interest in Serenia. It seems that the young girl did not 
start linking to the Age until well after her visits with both brothers 
began. This, then, begs the question: how exactly did Yeesha first learn 
about Serenia? 

We know that Sirrus gave Yeesha a crystal carving of a Serenian water 
spirit several months after she began visiting Serenia. We also know that 
Achenargave her a gift too, although what exactly that gift was has never 
been discovered. Viewed in the light of this new observation, it seems 
apparent that neither brother's gift was completely appropriate. 


Yeesha also noted that her father changed the loch on her bookshelf and that she had decided to use her 
family’s names as the combination for it. 

The journal ended with Yeesha relating how Anya was teaching her to dream on Serenia and how she 
had given Yeesha the necklace that 1 now earned. Although I initially found the accounts of Serenia’s 
Memory Chamber and Dream World to be a bit far-fetched, 1 couldn’t dismiss them altogether after seeing 
the evidence of the necklace’s power for myself. 


1 examined a robe hanging near Yeesha’s bed 
and touched the necklace to hear Yeesha pleading 
with her mother to let her wear the robe. Cathenne 
told her that she couldn’t wear it until the 
ceremony on Serenia, dunng which Yeesha got her 
necklace. 



A rok han(jin(j near the kd held the tneworej cf a 
comnafion wifh Cafhenne- 
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I found one of Simis’s crystal figurines on 
Yeesha’s desk. Examining it with the necklace 
revealed that this was the water spirit sculpture 
that Sinus had carved for her. 1 unconsciously took 
a step back from it, feanng another explosion. 


The only other thing of interest in Yeesha’s 
room was the bookshelf near the desk, which held 
sixteen books m two rows of eight. Below the 
books was a sheet of paper with glowing ink that 
declared Yeesha to be a ’’child of water.” That 
didn’t seem relevant to my immediate goals, so 1 
put It aside for the moment. 

Each book on the shelf had a D’ni word 
wntten on the spine. Remembenng Yeesha’s 
journal, 1 realized that this was actually a locking 
mechanism for something. Yeesha had mentioned 
that the order of ages of the people in her family 
was the code, so 1 used her D’ni textbook to 
translate the names. 


I couldn’t quite remember the birth order of 
Sinus and Achenar, but m reviewing my journal, I 
remembered the etching I’d found at the very 
beginning of my journey in Cathenne’s garden. 
Translating the names on it, I found that it was a 
family tree that gave the order of the family 
member’s ages (from eldest to youngest) as: Atrus, 
Cathenne, Achenar, Sinus, and Yeesha. 



One fffSirrm crtjifeilfifinnnei w/ on fhe dak- 



The hoohhefffhnf Yeeihn referred fo in herjonmn! 



The efchinij in Cnfherinei ejnrden nm n fnmihj free. 




I pushed in the following five books in order 
from eldest to youngest. 


Book Order 

Name Shelf Book # (from Left) 

Atrus Bottom Fourth 


Catherine Top Sixth 

Achenar Top Eighth 

Sirrus Top Third 

Yeesha Bottom Sixth 



I pushed the five booh in order from elded fo ejomifjed 



As soon as 1 finished pushing in the fifth book, 
the bookcase slid away and revealed a ladder 
leading down a shaft. Realizing that descending 
this ladder would bnng me closer to Achenar’s 
Linking Book, 1 climbed down the ladder. 


The hookcme did mmj fo revenh hidden Indderlendinej down- 


pnmagames.com 



Yeesha’s Secret Cove 



The hMerkti fo a wref cove. 


The ladder ended at a wooden platform that ran 
along a secret cove. I could see the hidden linking 
chamber in front of me and realized why Atrus had 
sealed off the passage leading down here. Not only 
did It help to ensure that no one would stumble 
upon the existence of the hidden linking chamber, 
It was also a security device that put a line of 
defense between the linking chamber and Yeesha’s 
bedroom, should the brothers ever escape from 
their prisons. 




Achetian Utikttvj Book, rtfjhfwherelimlfffill 


I was wary of linking blindly into a new Age, 
especially one that I had seen Achenar link into. 
For all I knew, this could have been an attempt to 
trap Atrus in another Prison 

Age— or worse. But I knew that my sense of self-preservation might cost Yeesha her 
life. My old fnend might forgive me for not doing everything I could to save his 
daughter, but I could never forgive myself should something happen to her. And so, 
with a prayer on my lips, I placed my hand on the linking panel. 


I walked to the end of the wooden platform 
and saw the Linking Book that Achenar had used 
to vanish from Tomahna. Opening it, I saw that its 
linking panel showed an Age that I had not yet 
seen. It was different from the linking panels of the 
Spire and Haven books, and it didn’t resemble any 
of the dozens of other Ages I had linked to m my 
20 -year friendship with Atrus. 


X 


78 7 



Arriving in Serenia 



Any anxiety I had about following Achenar 
through the Linking Book on Tomahna dissipated 
as soon as 1 amved. My linking point to the idyllic 
paradise known as Serenia was a naturally formed 
stone niche in a placid garden of stone pillars. A 
wooden footbridge spanned a crystal clear brook 
ahead of me. 1 could tell why Yeesha liked 
spending her time here. 1 had never seen such I linked info a fjnrden cf ifoney 

natural beauty m my life. 
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I turned around and saw a Tomalina Linlcmg 
Book at my feet, lying on the ground instead of on 
the nearby pedestal. Examining the pedestal, I 
touched Yeesha’s necklace and saw a vision of her 
reaching for the Linking Book m a panic, only to 
be pulled away by an unseen assailant’s 
hand— Sinus or Achenar’s, I guessed. Dunng the 
struggle, the book fell off of the pedestal and 
landed in its present location. This disturbing 
vision shocked me out of the revene that Serenia 
had lulled me into, and I set off down the path m Totiifihm Linkin/J Book tind jJedeiffil 

front of me without delay, hoping that I wasn’t too 

late to save Yeesha from whatever diabolical fate her brothers had m store for her. 



The Unprotected Linking Cave— a Linguist’s Faux Pas? 


Controversy surrounds the translation of 
these three paragraphs in the stranger’s 
travel journal, largely because their 
description ofSerenia’s linking cave is 
difficult to accept. Everything we’ve 
learned about Atrus over the years 
suggests he would never leave a Tomahna 
Linking Book unprotected. Yet if this i 
translation is right, then the one he placed 
in Serenia was open to anyone. 

j To accept the truth behind what many prefer to view as a translator’s faux pas, one has to i 
I understand Serenian culture. They are an extremely peaceful people, in part because they never 1 
forget their own past. Also, many of the fears and aggressions we humans tend to experience are ' 
f alleviated for Serenians through interactions with their ancestors. Certainly, Atrus spent enough 

/ time in the Age— both before and after Yeesha began visiting there— to believe that his Linking 
^ Book was safe. * 

Besides, if it wasn’t, he’d set up enough safeguards in Tomahna to protect him. 






As I reached the second footbridge along the 
path, I turned to my left and saw what appeared to 
be some sort of imgation control device. My 
natural cunosity about the engineering of Serenia’s 
waterways would have to wait for a more peaceful 
time, however. 

Stone Forest 

I crossed the second footbndge and entered the 
stone forest just m time to see Achenar running 
down the nght-hand path ahead of me. So 
surprised was I to see him that I froze for an 
instant and was unable even to call out. In the 
second that it took for my shock to pass, he was 
already out of sight. 

I dashed after Achenar, but my hesitation cost 
me my chance to catch him. To my dismay, the 
path forked into several sections, and there was no 
way of telling which way he had gone. After 
following a few false leads, I found myself back at 
the second footbndge, no closer to finding Yeesha 
than I was before. 







hmm imijafion device near the wond fooibrideje. 



The fmfh ‘iplif info memheciiom- 
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NOTE During the time I spent in Serenia’s stone forest, 
I CAUGHT SEVERAL GLIMPSES OF STRANGE APPARITIONS. IT 
SEEMED THAT EVERY FEW MINUTES, I SAW A FIRE THAT BURNED 
BRIGHTLY FOR A FEW SECONDS, OR A COLUMN OF WATER RISE UP 
FROM A POOL, OR A MINIATURE WHIRLWIND IN A CIRCLE OF 

STONES. Although bizarre, they did not seem inclined to 

TROUBLE ME— IF THEY WERE INDEED SENTIENT AT ALL. 




From the point where I lost Achenar, I crossed 
a small suspension bndge and turned left at the 
fork m the stone path beyond it. Continuing down 
that path, I came to a T-intersection at the end of it. 
I turned left and went nght at the next fork, choosing 
to approach a set of stairs leading down to a stone 
arch instead of crossing another wooden footbndge. 



I crowd the if ream the if/wll mpe/n/'o/j bndfje. 

Monastery 


Pafh leadlnij fo the motmfenj enfnnce 


The stone arch marked the entrance to the area 
around Serenia’s monastery. As I approached it, a 
woman greeted me with surprising familiarity. She 
introduced herself as one of Serenia’s Protectors by 
the name of Anya, a name I recognized from 
Yeesha’s journal. 



Serenia//Part One 



Ahifa claimed fo know a (jreafmanif fhitifjy 


Anya claimed that my coming was foretold m 
her dreams. She knew 1 was looking for Yeesha but 
sadly admitted that she had not seen her since 
giving her the necklace two weeks ago. She 
suggested that 1 continue to the Memory Chamber 
m search of advice. When she had finished 
speaking, Anya began ringing a large bell overhead 
to call her sisters together. 


NOTE I FOUND THAT BY RETURNING TO THIS SPOT LATER AND TOUCHING YEESHA’S 
NECKLACE, 1 COULD HEAR AN ECHO OF AnYA’S ADVICE TO ME. 




I walked draifjhf fhroafjh fo the next done arch. 


Sirm me from the wafer in wme iorf erfkafhijipliere. 


1 left Anya at the bell and walked straight toward the stone arch m front of me, choosing not to inves- 
tigate the Hall of Spurts to my left or the small pavilion to my right. As 1 passed under the arch, 1 descended 
the steps beyond it and turned left to walk down another set of stairs. From the top of the stairs, 1 saw the 
Memory Chamber, a structure that resembled a giant budding rose. 

As 1 reached the bottom of the stairs, a pulley mechanism squealed into motion, and a bathysphere 
containing Sinus rose from the pool m front of me. He was holding a dark sphencal object m his hand and 
adminng it with some pnde. However, as soon as he noticed me, he thrust it into a sack and withdrew one 
of his frequency crystal bombs, which he used to destroy the bathysphere as he exited it. 

— r- ■ .4 
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I ran down along the pathway as fast as I could 
to reach the other side of the bathysphere, but the 
frequency bomb’s explosion and the meandering 
pathway gave Sinus too much of a head start. He 
had vanished, leaving the smoldenng remains of the 
bathysphere behind. I touched Yeesha’s necklace as 
I examined the docking mechanism and heard 
Siirus and Achenar argumg over using the device. 
Simis insisted that they must take the nsk of being 
caught using the bathysphere (referred to as a 
“harvester”) because it was the only way to reach the 
“empty memory globes” below the water. Achenar 
reluctantly agreed but vowed that Sinus would steal 
the “filled” memory globes if they needed them. 

There was nothing else to do at the harvester, 
so 1 turned around and backtracked slightly to a 
statue that 1 had passed in my mad dash to try 
and catch Sinus. Resembling a woman holding a 
large tray or bowl, the statue held the memory of 
Sinus and Achenar’s presence at a Serenian funeral. 
Sinus m particular was interested m whether the 
ceremony influenced the “transfer” (presumably of 
memones since 1 was also standing m front of the 
Memory Chamber itself). 



The hufhijiThere wm mineti, hut exi^mitiiti^ ih docking 
mchfuihm ftroved 



I hackf racked difjhfhj fo a drancje dafae oahide erf fhe 
Memortj Chamher. 


Memory Chamber 


After investigating the statue, I stepped 
cautiously into the Memory Chamber, which did 
not seem to have been constructed as much as it 
had been grown. Indescent mosses lined the walls 
and floor of the small structure, radiating glowing 
blue spores that left me slightly lightheaded. 




The Memorcj Chamher 


Serenia//Part One 



I touched the four ttmh in the chnwher md ww Yeeiha, 
Strm, and Achetwr. 


In the center of the Memory Chamber was a 
plant that beat like a heart. If the Memory 
Chamber was indeed a living organism, this was 
obviously one of its most vital organs. 

Toward the rear of the Memory Chamber, on 
either side of its “heart,” were four stone masks, 
each emitting blue light from a narrow vertical 
crack. I examined each mask m turn, placing my 
hand m each mask’s glowing mouth and touching 
the surface of the Memory Chamber itself Each 
time I did so, I saw one of four short, disorienting 
visions. Two of them showed Yeesha struggling 
against her bonds. The third revealed Achenar 
stealing a triangular stone approximately three feet 
m height. And the fourth was of Sirrus holding an 
egg-shaped stone (a memory globe?) and smiling. 
What did they all mean? 
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Hallucinogenic Fungus 

I The visionary flashes of Yeesha and her brothers that 

the stranger describes experiencing here may seem 
unbelievable to many. Yet those who have studied 
Serenian ecology find them to be perfectly plausible. 

Writes ecologist P. F. Dindly, in a 27-page report 
on the subject: “The Memory Chamber is not just a 
I structure used by Serenians to store the memories of 
their ancestors. She is a beautifully sentient life form 
who employs pollens and memory globes to commu- 
nicate with other life on the Age.” 

According to Dindly, the visions people ■ 
experience when inside the Memory Chamber occur 
in only one of two places: when touching a stone 
face on the chamber’s first floor or when gazing up 
at another mash in the second level meditation 
alcove. “Both places,” he writes, “are in close 
I proximity to the fungus’ delicate stamen. The pollens 
I emitted by this stamen may have a non-harmful 
I hallucinogenic component which makes one 
, susceptible to the Chamber’s messages.” 

I Interestingly enough, those same pollens have 
been found to exist inside the Protectors’ necklaces, 

1 which have long been admired for their unique 
\ communicative ability 

\ 





Serenia//Part One 



Scf cfihin Mmd fhe hei^ti cffhe Mewonj Chawkn 



The Profecfor Ymnin wef we nei^r fhe mined hnryeder. 



I followed Yamiti fo fhe harveder cotifroh- 


I climbed the set of stairs that began on the 
left side of the Memory Chamber, but they only 
led up to a small room with a stone slab approxi- 
mately SIX feet long. A mechanism above it was 
probably used for the Serenian funeral ntes that 
Sinus and Achenar had witnessed. 


1 left the Memory Chamber and began 
backtracking along the stone path, satisfied that 1 
had seen all that the Memory Chamber had to offer 
me at present. As I passed the bombed harvester, a 
Serenian Protector by the name of Yannin 
approached me. Yannin explained that the glowing 
lights of the Memory Chamber were the stored 
memones of her people’s ancestors, and that the 
Memory Chamber allowed future generations to 
visit their deceased family members m dreams. 
Empty memory globes grew m the water below the 
Memory Chamber, but without the harvester, there 
was no way for the Serenians to reach them, and 
therefore no way to preserve future memones. As 
she left to inspect the damage to the harvester, 
Yannin recommended that I visit her sisters for 
advice m the Hall of Spints after they had awoken 
from their dreaming. 

Instead of going directly to the Hall of Spints, 

1 followed Yannin to the harvester controls. Her 
initial evaluation of the state of the harvester was 
not good, but she recalled that there was another 
harvester near an older Memory Chamber that was 
abandoned due to toxic pollens. Yannin suggested 
that parts from that harvester could be used to fix 
this one. 
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NOTE After my conversations with Yannin ended, I was able to touch 
Yeesha’s necklace while examining each side of the harvester and 

RELIVE THEM. 




Tk HuHcfSpinh 



Taking my leave of Yannin, I backtracked up 
the two flights of stairs that returned me to the 
four-way intersection I’d come through after 
speaking with Anya. I turned right at the inter- 
section to enter the Hall of Spirits. 


I entered the Hall of Spirits and saw three 
Protectors sitting on benches between smoking 
censers. Ornate masks hid their faces from me, but 
their rigid stillness indicated that they were still 
dreaming. I left them to their visions and exited the 
Hall of Spurts. 



Serenia//Part One 



* Serenia^s Monasteries: Customs across the Age 

' It’s unfortunate that the stranger was only able to visit one monastery on Serenia,for it 
' is not the only one that exists there. Nor is the village the monastery serves Serenia’s 
j only village. They are, however, two of the oldest such places — as evidenced by the fact 
I that not just one, but two Memory Chambers can be found there. 

Regardless of the monastery’s longevity, the customs that the stranger observed after 
i arriving have proven to be universal throughout the Age. Monasteries are always staffed 
exclusively by women, who can decide to become a Protector at any stage in their lives. 

, Their primary responsibility is to protect and monitor the Memory Chamber’s growth. 

- They do have several other important functions, of course — as the stranger’s account 
eventually describes. 


From the Hall of Spirits, 1 walked directly 
across the intersection to the pavilion surrounded 
by butterflies at the end of it. 1 found Anya there 
feeding the butterflies. Anya told me that Yeesha 
appreciated the butterflies more than any member 
of her family, certainly more than Sinus and 
Achenar did when they lived on Serema before their 
impnsonment. The brothers seemed much more 
interested m the Memory Chamber than the fauna. 



Anifu fed htefferffm from fhe pm! loti 


Anya’s words gave me pause. It was possible, 
even likely, that the conversations between the 
brothers that I heard through Yeesha’s necklace could have been 20 years old, before their impnsonment. 
After all, several of the Spire visions I saw must have been from Sinus’s first days in the Age. Although it 
gave me some hope that only one of Atrus’s sons might still be a threat, that was far from a proven prospect 
at present. 
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Before leaving the pavilion, I looked down at 
the tile beneath my feet and examined it, holding 
Yeesha’s necklace as 1 did. I heard Yeesha and Anya 
discussing the pattern, which represented the entire 
area and the way the waterways connected all of it. 
I took a photo of it for future reference. 


Ceremonial Site 



An mfriaife pnfferntn^ on fhe file effk pm'lion 



Leaving Anya to her butterflies, 1 walked into the 
ceremonial site section of Serenia by turning nght 
at the four-way intersection and proceeding 
straight along the stone path, rather than 
descending the stairs that would take me back to 
the ruined harvester. 


I hended for f he ceremoninl nie wfion cfSerenIn. 



As I crossed a long, wooden suspension bridge 
I caught sight of what 1 guessed was the old 
Memory Chamber that Yannm spoke of. Instead of 
resembling a flower m bloom, it appeared withered 
and dead. 


The iPhconfmetP Menwnj Chnnikr 


Serenia//Part One 



An Ancient Flower with a Much Older Past 

i In December of 2001, shortly after 
this travel journal was translated, a 
team of Canadian archaeologists 

' linked to Serenia. They hoped that, 
by meeting with the Protectors 
serving at the monastery and 
examining the two Memory 
Chambers there, they might be able 
to determine how long Serenia’s 
civilization has flourished. 

, Oral histories shared by the Protectors during that visit indicate that the fungal flower 
currently being used by the Serenians was placed into service some 2,000 years before 
Atrus or his family members visited. It supplanted the village’s original Memory Chamber 
only after that much older flower had entered its maturation cycle, some 8,000 years into 
the fungus’s development. 

\ Based on these records, it seems safe to assume that Serenian civilization has existed 
' for at least 10,000 years. That puts it on par with Earth’s earliest permanent settlements. 


which now lie buried in the Mesopotamian region. 





I stepped out onto a small balcony and 
examined a pole sticking up from the middle of it. 
Touching Yeesha’s necklace allowed me to hear a 
conversation between Yeesha and Anya, m which 
Yeesha expressed her surpnse that the Protectors 
needed to use this pole to send a signal every time 
they left the area to return to their village. 


Exnmininfj fhh fok rmM a commniion between 
Atuja and Yeeiha. 
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Leaving the balcony, I continued on the 
pathway as it ran past the old Memory Chamber, 
]ust in time to see Achenar climbing up from the 
Memory Chamber with a Serenian artifact m 
hand— the same one I saw him take m the vision I 
experienced earlier. He tried to explain his actions 
by saying that he was taking the artifact to 
frustrate Sinus’s plan to kill Atrus. Before fleeing, 
Achenar insisted that 1 keep Atrus from coming to 
Serenia and told me to look for his journal, hidden 
m a stone pillar m the forest where two nvers meet. 



hurjjrhed Achetwn^i wuch ® he wrfrheii we. 



1 couldn’t follow Achenar due to the broken 
suspension bndge that separated us. However, 
while looking for a way to cross the chasm, 1 saw a 
red handle protruding from the bndge post. I 
pulled the handle and heard a soft scraping of 
stone on stone behind me. 


The broken hridfje prevented punud, hut the hidden red 
handle opened another mnae. 

Pulling the handle had opened a narrow shaft 
behind me. I couldn’t see the bottom of it, but the 
ladder leading down seemed sturdy, so I descended. 



Serenia//Part One 




Fitting Site for a Confrontation 

In retrospect, it seems rather interesting that 
, the location in which Achenar and the 
stranger first spoke to each other happened 
to be at the monastery’s ceremonial site. This 
, area has great significance in Serenian 
culture, as it is the first altar to be used 
during most funeral ceremonies. 

When a Serenian dies, his or her corpse is 
I carried to the monastery via balloon 
, transport, which docks at the ceremonial site 
\ for a bri^ ritual. Next, a procession of villagers carries the corpse down the ceremonial alley and into 
i the Memory Chamber. There, more Protectors step forth to receive it. 

\ No doubt, if the stranger had known any of this before encountering Achenar that day, their inter- 
1 action across the broken bridge would have felt even more unnerving. 



Tlealfhij and atihealfhij rooh merfjed in ihh room. 


The jredeifa! where Achenari arirfadformerlei reded] 


The ladder led down into a subterranean room where massive vines intertwined along the walls. Half of 
the vines in the room were healthy while the other half were dead and shriveled. The thought crossed my 
mind that they might be the roots of the two Memory Chambers. 


Descending all the way to floor level, 1 examined the pedestal in the center of the room. Yeesha’s 
necklace revealed that it was the former location of the artifact Achenar now possessed. The ropes 1 saw him 
cutting were attached to rocks on either side of the artifact, which didn’t seem like a very good security 
system. Then again, maybe that’s not what they were there for. 
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The device wmed fo direct iunliijht huf whtjl 


A crack in the wall erf the room wai a Hcond watj out. 


Near the pedestal was a swiveling device that seemed to be used to direct the sunlight that filtered in 
through slits in the wall behind it, but I couldn’t fathom what it could be used for. 

It didn’t take me long to explore the entire artifact room, and the only other area of interest was a crack 
m the wall with all of the withered vines. I was able to slip through this crack and climb up the vines 
outside of It to reach the other side of the broken bridge— just as Achenar had. 


Old Memory Chamber 



I croiied ihh hridtje and hd Achenar 


Achenar had a decent head start, but I still hoped 
to catch up with him. I followed the path and 
crossed a small lowered drawbridge, figuring that 
Achenar must have lowered it in order to cross a 
stream. However, if he did go that way, he 
managed to lose me 
in the stone forest 
beyond it. I wound ^ 

up back at my 
linking point before I 
gave up hope of 
finding him. 




' 0 . 


VA 
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I walked down fhcie dain near the drawkridfje. 



Thh platform held memories erfSlrrm and Achenar 



I raked the harveder hej padinej the left lever and opened it hej 
pmhinfj the rieiht one. 


Returning to the drawbridge, I descended a 
senes of narrow stone steps and amved at the base 
of the defunct Memory Chamber. The door at the 
base of the Memory Chamber was sealed (probably 
for safety’s sake), but the harvester apparatus next 
to It seemed operational. 


A platform to the left of the sealed door held 
the memory of a conversation between Sinus and 
Achenar, which 1 heard by touching Yeesha’s 
necklace while explonng it. Sirrus impressed upon 
his brother the importance of being discreet while 
bnnging matenals into this area. Despite the fact that 
the Protectors rarely visited it anymore, the brothers 
would still have to answer some tncky questions 
should they be caught. Achenar’s grumbled response 
revealed that he planned on working at night, when 
the Protectors had already gone. 


After heanng this conversation, I was more 
determined than ever to find a way into the 
Memory Chamber. If Sirrus and Achenar were 
hiding anywhere on Serenia, this was the most 
likely location. However, the door was still locked, 
so I turned my attention to the harvester, raising it 
from the water with a push on the left lever m 
front of It and opening it with the right lever. 
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I stepped into the harvester and pulled the hatch shut behind me. Turning to face the window, I pulled 
down on the bar that ran above it, and the bathysphere began to sink into the water below. 

As the harvester descended, I saw what looked like a second door to the old Memory Chamber below 
the surface of the water. So that’s how the brothers came and went from their workshop all those years ago. 
It was so ingenrously hidden that apparently the Serenian Protectors hadn’t found it m all that time. 

I pulled down on the bar above the window again and pondered how to reach the submerged door. 
Opening the harvester was impossible when it was m the water, due to the weight of the water pushing 
down on the door. If only there was some way to drain the water. 


That was it. The irrigation control device I had seen near the linking point was part of a system that 
diverted the flow of Serenia’s waterways, and the tile map on the monastery pavrhon showed the paths of 
the streams. 

Irrigation Devices 

I began looking for the irrigation machines to see if 
I could find a way to divert the two streams of 
water that fed the pool under the harvester. 

Walking away from the old Memory Chamber, the 
first irrigation device I came to was just past the 
drawbndge. The spokes on one of its gears were 



Thh irniji^fion device wm iWi^ihed-l>ij Sirrml 


96 
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After a bit of observation, I found that the two 
streams that passed through this irrigation device 
could be shut off by two other imgation devices. I 
backtracked to the area near my linking point and 
found the first of these two irrigation machines. 
Pushing the handle on the front of it all the way to 
the nght cut off the flow of water from the left side 
of the machine. 



smashed, rendering it useless. It looked like intentional damage. 1 suspected Sirrus might have had 
something to do with it, judging from his destruction of the new harvester. What was he trying to hide m 
that old Memory Chamber? 


I rein md fo fhe irrifjafion device nearfhe Imkinej jjoinfmd pmhed 
the kver a!! fhe mej fo fhe riejhf 



From the wooden footbridge near that 
irrigation machine, I went left at the fork m the 
path. Continuing straight down that pathway 
brought me to the second irrigation machine. 


The Hconcf Imejiefioii confro! mtechine 


E 



I climbed up the ladder on the side of the 
machine and pulled the cart at the top of it to the 
nght. A sprocket at the top-nght side of it slotted 
perfectly into an extended dowel. 


I diwhed fhe h defer and rolled fhe a^rf fo fhe riejhf 
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I hrmti fhe half-wlm! vain dockwhc. 



I jJnHed the lever on the fronf erf the device. 


Stepping to the hade of the cart, I turned the 
large half-wheel valve clockwise as far as it would 
go. I then stepped back around the cart and 
pushed It back to the left so that the sprocket 
released itself from the dowel. 

1 then climbed down from the ladder and 
walked to the front of the machine, where I pulled 
a lever, opening a sluice gate to the nght and 
closing one to the left. When I returned to the 
broken irrigation machine, I found that I had 
successfully stopped the flow of water to it. That 
took care of one of the streams feeding the old 
Memory Chamber’s harvester pool. Now 1 had to 
shut down the other one. 



K p • 
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Achenafs Journal 

During my exploration of the stone forest 
and study of the irrigation devices, I came 
across Achenar’s journal. As he told me 
during our encounter near the artifact 
room, it was hidden in a stone pillar at a 
point where two rivers crossed. The 
second, more elaborate irrigation machine 
that I operated was visible beyond the 
pillar with the journal in it. The irrigation 
machine near my linking point was to the 
left, and the monastery was behind me. If any Protector was looking specifically for the journal, 
they would find it by searching at waist height for its wooden crate in the area around the more 
complex irrigation machine. 

Yeesha’s necklace revealed Achenar’s reasons for hiding the journal. Although he was willing to 
work with Sirrus 20 years ago to get rid ofAtrus and prevent him from learning of the havoc they 
had wreaked across his Ages, Achenar trusted his brother about as far as he could throw him. 



The journal itself was chilling to read. 

I could virtually picture Achenar 
salivating at the prospect of removing 
Atrus’s memories through the use of a 
“chair” in the old Memory Chamber (the 
same one I saw Yeesha strapped to in my 
earlier vision?). He also made reference to 
“using” Atrus’s body after the memory 
transference, but for what he did not 
make clear. The journal also confirmed my 

suspicion that the hidden door under the old Memory Chamber led into the chamber, which the 
brothers were using for a workshop of sorts. 
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Achenafs Journal (continued) 

Reading the journal also filled in some gaps in my understanding, not Just of what was going 
on in Serenia but of family struggles from 20 years ago. For instance, the brothers were 
“ responsible for luring Catherine to Riven in an attempt to lure Atrus to the prison in D’ni where I 

( first met him. And no matter how closely Achenar worked with Sirrus, he had absolutely no trust 
in him whatsoever. Ultimately, Achenar abandoned the plan when he suspected that Sirrus was 
I to use the oid Memory Chamber against him. 

I The artifact that I saw Achenar steal was a “life stone” that fed the fungus in the Memory 
( Chamber and gave it the power to remove memories. Perhaps Achenar was trying to frustrate 

I Sirrus’s efforts, for without that life stone, Sirrus would be unable to use the old Memory Chamber 

I against Atrus — in theory, anyway. I realized that I only trad Achenar’s word on this matter, but 

\ the fact that his story remained consistent over 20 years did lend some weight to his assertions. 

\ On the whole, the journal was unequivocal evidence of just how twisted Achenar’s mind was 
I before his 20-year imprisonment. Why then did he send me out to find it? Could Atrus’s hope of 
f reforming his errant sons through their imprisonment have been realized in Achenar? Or was this 
I simply an elaborate ruse devised by the brothers to lure me into their clutches? 



The second stream feeding the pool outside of 
the old Memory Chamber was controlled by an 
irrigation device in the ceremonial site, near the 
broken bndge where I’d met Achenar. 


Tk other if ream wai controlled htj a fourth irrifjation device in the 
ceremonial iite. 
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Somdh'mfj wrapjjet^ arontu^ fhe wheel prevetifed me from moYmej it 


When I examined the device more closely, I 
saw that there was something locking the control 
wheel— something hard as stone but somehow 
wrapped through the spokes of the wheel. No 
matter how I tried, I couldn’t remove it to turn the 
wheel, which meant that I could not yet dram the 
old harvester pool and reach the secret door to the 
old Memory Chamber. 


E 



- ^ 



Lmh fropicul wildem»-hlmti7 


I touched Yeesha’s necklace while examining 
the device and saw a vision of a lush tropical 
wilderness. It matched the description of the 
Haven Age that I had read about m one of Atrus’s 
journals on Tomahna. Was this something Achenar 
had placed on the irrigation machine? If so, why? 

There was obviously nowhere else for me to go 
in Serema and nothing else I could do at the 
present time, so I returned to my linking point and 
used the Linking Book there to reach Tomahna. 
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Return to Tomahna 


Sunroom 

The Tomahna Linking Book in Serenia brought me 
to Atrus and Cathenne’s sunroom, a part of their 
home I had visited during earlier trips but not yet in 
this one. 


I linked lack info the Tonwhiw mroom. 



J02' 



Tomahna // Part Four 




A ihm! on a bench confnined n weworej cfCnfhenne hoUinej Yeahn. 



I do^ed fhe door io fhe leff fhnf led info Afrm j dudej. 



I saw a shawl lying on one of the sunroom 
benches and examined it, touching Yeesha’s 
necklace as I did. This tnggered the vision of a 
happy memory— Cathenne holding the baby Yeesha 
and bouncing her up and down on her knee while 
sitting m the sunroom. It steeled my resolve to find 
and rescue Yeesha as quickly as possible. 


Atrus’s Study 

I walked past the shawl and opened the closed 
door to Atrus’s study, familiar to me from many 
visits over the years. Even without its master 
present, the room radiated Atrus’s personality. 
Pictures of Sirrus and Achenar sat on the opposite 
comer of the desk from a portrait of Cathenne and 
Yeesha, evidence of Atms’s conflicting desires to 
free his sons and defend his wife and daughter. 


A journal on the desk revealed Atrus’s 
impressions of Serenia, and I found for the first 
time that Cathenne had wntten the descnptive 
book for that Age. While maintaining his scientific 
skepticism, Atms straggled to relate the mystic 
aspects of Serenian culture, including the supposed 
ongin of the Memory Chamber. 

The tears of a gneving mother awakened a 
flower that told her to place her son’s body into its 
pistil. The flower promised to preserve the boy’s 
memones so that the parents could visit him 
whenever they wished. 


Ajonnw! conhined Adrm mwinnfiom on Serenin. Atras, of course, had a different perspective. 

The Memory Chamber was little more than a 

massive fungus, its “visions” the result of some hallucinogenic property. In fact, Atras surmised that the 
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fumes of each Memory Chamber grew more toxic as the plant reached maturation, explaining the 
Protectors’ need to find a new Memory Chamber to replace the one they had locked up. 


Still, despite his obvious disbelief in Serenia’s mysticism, Atrus did not protest when Yeesha expressed 
an interest in learning more about it. Yeesha apparently took to dreaming like a fish to water and excelled m 
It. Even Atrus had to note that Yeesha had started to display an uncanny degree of insight, knowing details 
of her grandmother’s death on an Age that Cathenne had written— details Atrus had never revealed to her. 



My hand brushed Yeesha’s necklace while 1 examined the quill pen next to the journal. I saw an image 
of the letter that Atrus sent me to bring me to Tomahna and heard him read it aloud before sending it. 

Near the desk was a book on a pedestal. I opened it to find that it was a Linking Book to Serenia. That 
was going to make it easy to return there after scouring Haven for clues. 



Fmcoci on the wall con famd we mom ceffhe fre fhaf 
comawed ihh now. 


I examined the frescoes hanging on the wall of 
the room and touched Yeesha’s necklace as 1 did. 
The left one contained a painful memory of 
Saavedro’s ambush on Tomahna 1 0 years ago, 
which left the study a charred cinder of its former 
self. The right one allowed me to hear Catherine’s 
observation that Atrus reconstructed the study 
exactly as it had been before the fire, without 
redesigning it as he onginally planned. 


Tomahna // Part Four 


Tomahna after the Fire 


The fire that was started in Tomahna W 
years before Yeesha’s kidnapping deserves a 
brief mention here. Not because of the waj' 
it happened — those of you who have seen 
the stranger’s “Exile Journal” should be 
familiar enough with those details. But 
rather, because of the effect it had on 
Tomahna’s inhabitants. 

Atrus had to postpone several trips he’d 

set up in order to supervise renovations. r ■ ^ 

Plans for safeguarding Tomahna became all consuming, and it was then that the idea of using 
security cameras first came to him. Catherine’s journals indicate how much she hated this 
proposal, as it reminded her of being watched again on Riven. In the end, however, Atrus was able 

to persuade her. 

By then, of course, both the fire and the misguided “intruder” who had started it seemed like 
distant memories to everyone. 



* . 


Linking to Haven 



Iwenffhrwujh the open doormej fo Cnfhenne'i iMej. 


Having explored Atrus’s study sufficiently, I 
returned to the sunroom and walked through the 
open right door, which led to a passage to 
Catherine’s study. The door to the study was 
locked, but a quick spin of the star-shaped locking 
mechanism released it. 
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From Catherine’s study, I retraced my steps to 
the elevator by turning left at the door and 
following the pathway through one of Cathenne’s 
gardens. Pulling the lever next to the elevator 
platform called the elevator to my position. Once 
inside of the elevator, I pulled the handle down to 
the third setting to reach Atrus and Cathenne’s 
bedroom. 


I rehrmi^ foAfm and Caiherirn'i bedroom. 



I rode the fireplace ekva for down fo fhe hidden Unkintj chamber 


From Atrus and Cathenne’s bedroom, I rode 
the fireplace elevator down to the hidden linking 
chamber, just as I had done pnor to visiting Spire. 
Because I had not changed any of the settings for 
the fireplace puzzle, I did not have to reset it. 



I opened fhe hidden linkintj chamber and med fhe Haven 
Linkintj Book- 


Once I reached the hidden linking chamber, I 
pulled the lever to rotate the sphere containmg the 
two Linking Books and entered it cautiously. There 
was no sign of Smus or Achenar. Pulling the lever 
mside of the sphere, I opened the two Linking Books, 
placed my hand on the pale blue one to my right, and 
linked to Achenar’s former Prison Age, Haven. 


Haven 

// 



Arriving in Haven 


I found Haven to be the exact opposite of Spire in nearly every way. Instead of a barren wasteland devoid of 
life, Haven’s lush forests and grasslands teemed with plants and animals of every description. 

Oddly enough, despite the fact that Atrus never intended for his sons to be impnsoned in the Pnson 
Ages, the Ages they chose complemented their characters. Sinus, who thnved on cold logic and analytical 
ruthlessness, linked into a world of unfeeling rock. His brother Achenar, known for his animal cunning and 
predatory viciousness, trapped himself on Haven, a pnmal ]ungle in which only the fittest survived. 
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Linking Chamber 

My linking point for Haven was a linking chamber 
that was almost identical to the one on Spire, 
which made sense. Since Atrus added the linking 
chambers 1 5 years after the brothers’ impris- 
onments, It followed that he would try to add 
them simultaneously, which most likely involved 
copying the same block of text into each Age’s 
descriptive book. 



A Imkltuj chainl’enlmllfirfc Spim 


The linking chamber was a wreck. Shortly after 
I linked in, the nara stone wall separating the 
visitor area from the rest of the Prison Age 
crumbled further. 1 had only seen nara destroyed 
by one thing, and a quick glance at the rubble at 
my feet confirmed my suspicions. Remnants of 
Sinus’s frequency crystal bombs lay amid the 
rubble, circumstantial evidence that Sinus had 
freed his brother. Touching Yeesha’s necklace while 
examining the crystals replayed the linking 
chamber explosion m my mind’s eye. 



Evidence ef Si rrm presence on Elmn 



A leather pouch held a memorij cfYee^ha feeincj- 


A leather pouch was tied to a small door m the 
wall that divided the two halves of the linking 
chamber. 1 held Yeesha’s necklace while examining 
It and saw a vision of Yeesha running out of the 
linking chamber, fleeing from someone. I was 
unconscious for a long time after the initial 
explosion in Tomahna, and the first memory her 
necklace showed me after 1 had picked it up was 
of Yeesha dashing into the fireplace to escape her 
kidnapper. Did that mean this memory occurred 
before the one I saw in Serenia? Had she fled here 
first m order to escape pursuit? 



Haven 


Yeesha’s Dilemma 


Yeesha’s decision to link to Haven to avoid pursuit offers interesting insight into the 70 - 
year-old girl’s personality. Her home had just been violently invaded by one brother. She 
had no idea how he had escaped, let alone whether her other brother was helping him. 
Why, then, would she risk linking to either Prison Age? 

Yet evidence suggests that Yeesha did link to Haven and may have been hiding there 
for some time before either brother discovered her. The fact that she chose this option 
could easily be chalked up to a little girl’s terror. But those who know Yeesha’s courage 
believe it can also be explained as a calculated attempt to draw pursuit away from 
Tomahna — and from the stranger whose life she hoped to protect. 



S'ujtm! device 


I was relieved to see that there was a Tomahna 
Linking Book here, ]ust as there was in Spire. In 
retrospect, I realized that linking into Haven 
without bringing a Linking Book with me was a 
dangerous move and could have left me trapped in 
the Age had Sirrus or Achenar decided to take this 
Linking Book with them. 


Above the Linking Book and leather pouch 
was a signal device, bolted to the wall. I pushed the 
bottom handle into the device and heard it emit a 
long, low moan when I released it. This was 
probably used by Atrus and Catherine to announce 
their presence when they visited Achenar on 
Haven. Examining it while holding Yeesha’s 
necklace allowed me to hear an echo of Achenar 
talking about having friends on Haven who 
accepted him. That contradicted what I’d read of 


.109 

A 


pnmagames.com 




Haven in Atrus’s journals; he said it was devoid of human life. Then again, Achenar also admitted m this 
vision that being trapped on Haven for so long had made him “a little bit crazy,” so it was entirely possible 
that these “fnends” of his were figments of his imagination. 



/otw/W an openinfj !n the rock wnllkhhvi the Unkimj chnmkr. 


Stepping out of the linking chamber, I 
examined an opening in the rock wall behind it 
and saw an intricate latticework of bamboo-hke 
poles. 1 could not even begin to imagine what it 
was used for— some sort of support structure or a 
trap for a very large animal were my two best 
guesses. It was also entirely possible that this was 
Achenar’s attempt at creating a work of art to 
bnghten up Haven. 


To the Shipwreck 



Returning to the extenor of the linking chamber, I 
saw a wrecked ship in the distance, standing 
vertically on its stem. That seemed as good a place 
as any to explore 


I decM fo hend fomni the lihhnf ihijrweck- 


A scurrying crab caught my attention. I 
approached it to examine it more closely and saw 
something glinting on the ground below me. 
Pushing a small rock out of the way, I discovered 
another one of Sinus’s frequency crystal bombs. I 
held Yeesha’s necklace as I examined it and saw a 


I found another cnjda! fiij urine onhide of the llnklnij chanikr 


vision of Achenar fighting and overpowenng Sinus. As far as I knew, the only time Sinus had ever visited 
Haven was when he bombed Achenar’s linking chamber to free him, so this must have been a recent 
memory. Then Achenar was telling the trath when he said that he was trying to stop Sinus. 
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I dhnl’ec^ up fhe da in kaditvj fhroafjh a pa^fje in fhe done wall. Some wri eef‘>ea monderl 


There was another opening in the rock wall near the linking chamber, and this one had stairs leading up. 
Since this was the only avenue I could take, I entered it and climbed the stairs to the top. 

At the top of the stairs was a crude painting of an enormous creature nsmg out of the water around the 
wrecked ship. If this was the sort of thing that Achenar had to deal with on Haven, it was a miracle he 
survived for 20 years. I saw another painting to the nght of it, showing a humanoid figure (Achenar?) 
hunting aquatic creatures with a spear. 



I climbed anofhenefcrfdain fora breathfakinej view erf Haven 


I climbed another set of stone stairs behind me 
and received a breathtaking view of Haven’s ]ungle 
for my trouble. I made a mental note of a man-made 
structure with a flapping flag in the distance- 
something to investigate later. 
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I diwkd down n rope fo rench the bench. The bodtj erf f he bemf in the pninfimjd 


There was nowhere to go from the vista point, so I walked back down the stairs and climbed down a 
rope near the first cave painting to reach the beach near the shipwreck. I continued walking along the beach. 

The mammoth skeleton of some creature— a carnivorous predator judging from the sharp teeth and 
absence of molars— lay on the beach with spears sticking out of its bleached bones. Examining it with 
Yeesha’s necklace allowed me to hear the sounds of a desperate struggle for survival between it and Achenar. 



A fofem, mnrktnfj fhe fujhf wifh fhe mnrtne prednforl 


Next to the carcass of the manne predator was 
an elaborately carved totem. Its proximity to the 
skeleton could not have been mere coincidence. 
Perhaps Achenar placed this here m commemo- 
ration of his victory over the creature? Yeesha’s 
necklace supported this hypothesis, revealing the 
words Achenar spoke while placing the totem: 
“Intelligence, premeditation, stealth, patience...can’t 
forget his patience.” I made a note of the symbol m 
the center of the totem— a white square over a 
black diamond— and took a picture of it before 
moving on to the shipwreck itself 


Shipwreck 


I could not fathom how the huge ship had appeared in Haven. It was obviously not naturally occurring. Plus 
the entire island was ringed with a circle of rocks that should have prevented any ships from entenng its 
lagoon. It looked as if it had literally fallen out of the sky. Atrus often referred to the unpredictable 
mysteries that came with Age-wntmg— this seemed to he one of them. 


Entering the Shipwreck 


Passing by a tno of crabs feasting on a dead fish, I 
reached a wooden contraption at the foot of the 
wrecked ship. Examining the elaborate system of 
ropes and pulleys made me realize that it was a 
crudely constructed yet ingenious elevator that 
used a system of counterweights to raise and lower 
Itself. Sirrus and Achenar might have been as 
different as night and day in many ways, but there 
could be no doubt that they shared a natural 
scientific genius. 



If I wanted to enter the shipwreck, I would have Acmde tjd itiijewon e mfor 

to figure out how to use the elevator. A winch and braking mechanism inside of the elevator wound and 
released a counterweight outside of the elevator, but if I did not have the proper balance of weight both 
inside and outside of the elevator, it would not operate properly. 



It did not take long for me to learn how to 
operate the elevator. I began by pulling a small 
wooden box out of the elevator and rolling two of 
the four nearby iron cannonballs into it before 
pushing It back into the elevator. 


I phced fwo cmnonbi^lh in a box md pmhed if info fhe efmfor. 
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NOTE This cannonball box ms not essential to the operation of the 

ELEVATOR, BUT ITS PURPOSE BECAME CL EA R ONCE I RODE THE ELEVATOR UP. 





The cnenk nhed fhe cornifenveiejht the iHde cnfch rekmed the 
comifenveiijht fhe lever openfed fhe elevafor 


Walking to the left side of the elevator’s 
extenor, I rolled three cannonballs into the 
counterweight, which already had three cannonballs 
in It. Now the counterweight was heavy enough to 
lift my weight in the elevator. 


Stepping into the elevator, I wound the crank 
inside of it to raise the counterweight. (I found 
dunng my expenmentation that I could release the 
counterweight without raising the elevator by using 
the slide catch next to the crank.) A pull on the 
lever to the nght of the crank started the elevator, 
balancing the weight of the elevator versus the 
counterweight. 



Haven 




I reached the footbridge that led to the ship, 
but there was a wide gap in the bridge. At first I 
thought that a section had simply fallen away, but 
then I saw that it was actually below my level, 
hanging from a pulley system. This was one of 
Achenar’s security measures. 


There vm a fjnp in the foothrideje lendinfj fo the ihip. 


This was what the cannonball-filled box in the 
elevator was for. The counterweight for the 
footbridge was ]ust outside of the elevator, and the 
footbridge weighed less than two cannonballs. 
Pushing the box onto the counterweight dropped 
the counterweight and raised the budge into 
position. I could now cross into the ship. 


/ pmhed the cnnnonhnll hex out erf the ekvaior fo rahe the foofhneffje. 



I did not understand Achenar’s desire for such 
an elaborate secunty system, but further evidence 
of his defensive mechanisms was visible from the 
footbndge. He had actually aimed one of the ship’s 
cannons at the linking chamber. Seeing the linking 
chamber suddenly appear one day after 1 5 years of 
living in this wilderness must have awoken a pumal 
fear m Achenar. 



Achetiarhacf fomied a camoti af ike Tmkitifj chamher 
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Achenar’s Study 



Uicd mf fo rei^ch the bottom level erf f he ihije. 


I decided to investigate the ship from the bottom 
up. From the end of the footbridge, I turned right 
and used a net of ngging to reach the level below 
me (which I eventually discovered was the lowest 
level of the ship that the paranoid Achenar would 
allow himself to live in). 



Ifomd ihh otiAchemn deik-prinh erfmlmah tiexffo f heir food? 


This brought me to a small study with a desh 
at the end of it. Scraps of paper blew around the 
room, but one seemingly important sheet was 
secured to the desk. It illustrated pairs of animal 
pnnts with objects, which I thought might be the 
foods eaten by the animals. A three-fingered 
pnmate paw print appeared next to a fruit, and 
bird-hke talon pnnts were placed next to insects. It 
seemed important to Achenar, so I took a second 
to snap a photograph of it for future reference. 



Above the desk was a stuffed and mounted 
bird-hke creature. It looked like the ones I had 
seen flying around outside the ship, a cross 
between a lizard and a seagull. Touching Yeesha’s 
necklace while examining the creature revealed that 
Achenar had killed it for stealing from him. His 
tone was a chilling reflection of his slipping sanity 
and his cruel nature. 


A ttmffed i^nd momifed hird-Hke cret^hre 
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Achenar’s workbench sat around the comer 
from his desk. While examining it, I nearly lost a 
finger to a primed and active leg trap he had left 
on It. An atomizer on the nght side of the desk 
emitted a green mist that caused me to feel a bit 
lightheaded when 1 accidentally inhaled some of it. 
Examining the desk in detail with Yeesha’s necklace 
brought the echo of an angry Achenar to my ears. 
Apparently, a creature he had been hunting had 
turned the tables on him and injured him somehow, 
and Achenar had vowed vengeance— not just on the 
creature, but on every one of its kind. Judging from 
the taxidermic treatment that the thieving bird had 
received in the previous room, 1 didn’t doubt that 
Achenar had done his level best to keep his word. 

Achenar’s Bedroom 

There was nothing else to see on this level of the 
ship, so I climbed back up the rope net to return 
to the footbndge level. From there, I ascended a 
ladder to reach the next level of the ship. 



Achetmn workbench 


E 



I cUmhetb up fhe ! a Merfo f he next level. 



As soon as I reached the top of the ladder, a 
large avian animal swooped in and landed in front 
of me. At first, I was too shocked to move, but the 
creature just sat and looked at me while eating a 
fish, appearing entirely unconcerned. 


I took the opportunity to get a good look at 
the beast. It was the same species of creature as the 
one Achenar had killed and mounted in his study 
for stealing from him. I also made a note of the size 
and shape of its feet. They looked as if they would 
have made the footprints that were paired with the 
fish on the sheet of parchment I had discovered on Achenar’s desk. 


A hncje mim bent like the iferffed one in Achennri dnchf 




when I reached forward to touch the creature, 
It flew away. I walked to the end of the deck and 
saw a collection of fish carcasses; apparently this 
was a popular eating spot. To my right was another 
rope and pulley system, similar to the one in the 
elevator. I wound the crank, and a sail unfurled to 
the left, revealing a map of the island. Each area 
seemed to be labeled with an illustration of its 
dominant creature. I photographed the map before 
moving on. 




I entered n mnll pmiinjewmj fo Achennr'i kdroom- 


The counterweight for the map blocked my 
path, so I flicked the slide catch next to the crank 
to fold the map back up and raise the counter- 
weight. This allowed me to enter a small opening 
that led into Achenar’s bedroom. 



Gold coins and other valuable treasures lay m 
a scattered heap on the other side of the entrance 
to the bedroom. Using Yeesha’s necklace to 
examine them, I saw a vision of Achenar 
rummaging through the ship m a futile search for 
the Linking Book that would let him leave Haven. 


djolden fremre hej icnifered n round n unnihed ched 



Haven 




Achem^n Journal mi on a kd fhaf had not mn recent me. 


I approached the bed at the end of the room 
and noted its dilapidated condition. It seemed as if 
Achenar had not slept here recently, possibly not in 
years. What caused Achenar to leave the ship 
behind? And "why did he leave a journal lying here? 

I opened the journal and started reading. It 
began dunng the earliest days of Achenar’s impns- 
onment on Haven. Strangely, it seemed as if it took 
Achenar a while to realize that he was trapped in 
the Age. The first entries recount his delight at 
finding the ship’s treasure and the abundance of 
animals he could hunt. 


NOTE Several pages of the journae were faded, but touching Yeesha’s 

NECKEACE WHILE I READ THEM ALEOWED ME TO HEAR THE MISSING PARTS SPOKEN IN 

Achenar’s voice. 



Achenar paid special attention to Haven’s fauna, sketching out the animals in detail and giving them 
names. A bipedal herbivore with cloven hooves was a “zeftyr,” and a quadrupedal predator that resembled a 
cross between a crocodile and a panther was dubbed a “camoudile.” “Mangrees” were large-eared, furry 
pnmates that ate fruit, and the fish-eating birds around the ship were “kamaks.” The mangree pnmates 
seemed to interest Achenar most. His first encounter with them started when one of them threw a piece of 
fruit at him. A shriek from the fruit thrower sent a signal to all of the pnmates to flee. 

It was after this mangree encounter that Achenar first realized that there was no Linking Book on the 
island. His descent into mental instability was sudden and dramatic. Cursing his father, he began 
constructing temporary living quarters in the ship and obsessing about protecting his temtory. He also 
began to hunt anything and everything on the island, using leg traps to snare the fish-huntmg kamaks and 
planning to construct a hunting post to kill mangrees. 

Achenar was distracted from his rage over his imprisonment by the sight of a mammoth beast m the 
lagoon around the ship. His writing took on a frantic tone, expressing remarkable admiration for the creature 
and a vow to successfully hunt and kill it. Like Sirrus with his dedication to finding his father’s Linking Book 
on Spire, Achenar had found a purpose for living on Haven. 
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The Price of Adventure 

Experts in criminni psycholo^ have 
often theorized that it was the image 
of the shipwreck on Haven that iured 
Achenar to check out that Age first, 
rather than linking to Spire. The 
man’s original forays into sadistic 
gratification had occurred under the 
tutelage of Black Ship pirates — no 
doubt, the image of a shipwreck 
would have stirred up titillating 
memories. 

, a textbook example of bow savagery and bJoodlust can send one spirattngSdmntf 






I refn rued to the elcYnformd moveci the iHde 
offch fo (JO back fo fhe kach. 


After reading the journal, I was satisfied that I 
had explored every part of the ship that I could 
reach. Leaving Achenar’s hedroom, I climbed bach 
down the ladder and crossed the footbridge to the 
elevator. Moving the slide catch to the nght 
released the counterweight and sent the elevator 
back down to the beach. From there, 1 backtracked 
along the beach and up the rope that brought me 
to the area with the cave paintings, which 1 now 
understood to be documents of Achenar’s struggle 
with the sea monster. 





A wpjjhj depot with wore cm paintineji I approached the 'tent" to ejet a better view erf the paintineji, 

and a zeftijr leapt oat 


From the top of the rope, I followed the cave paintings straight to an open area piled high with crates. This 
seemed to be some sort of supply depot or storage area. Cave paintings decorated the nearby roclc walls. 

When 1 approached the cave paintings to get a better view of them, the tent (or what 1 assumed was a 
tent) m front of me rustled, and a startled zeftyr charged out of it and nght toward me. As I tumbled to 
avoid the zeftyr, I must have been caught by a sudden gust of wind that picked up the canvas “tent,” which 
1 realized was actually a parasail. 



I fjUded a!onfj with the para^ai! over the top erfthejamjle. 


1 was earned along, tangled m the canvas 
parasail, until 1 crashed to the ground somewhere 
in the ]ungle. For the second time since 1 answered 
Atrus’s letter, I felt a blow to my head and lost 
consciousness on the ]ungle floor. The last thought 
I remember was: How am I going to get back to the 
Tomahna Linking Book? 







I moke fo w a tjwn(jree ihrinfj down nf we. 


When I woke up, the first thing I saw was an 
inquisitive mangree staring down at me. In the 
distance, I heard the three-tone cry of another 
mangree— a long, high-pitched tone, a short, low 
tone, and another long, high-pitched tone. The 
mangree m front of me perked up its ears and fled 
not more than a second before a carnivorous 
camoudile leapt out of the brush at it. I was too 
stunned to defend myself, but fortunately the 
camoudile was in search of easier game. Perhaps 
Achenar’s hunting had taught these beasts that 
humans were not to be trifled with. 



The in htten nhove we 


I looked down at my feet and saw animal 
tracks. Comparing them to the parchment I found 
in Achenar’s study confirmed that these were the 
prints of the camoudile that leapt over me at the 
mangree. 


The parasail hung from a tree branch above me 
in tatters. Examining it with Yeesha’s necklace 
allowed me to relive the wild flight and the 
mangree warning shriek. 



The cnwopidiki foofprinf'> 



Haven 




I miked in fhe di reef ion fhnf fhe cnwondUe jrrinh pointed to enter 
the nwnejreeforeit 


Mangree Forest 

I stepped onto the narrow path that the camoudile 
prints pointed toward and entered what I would 
come to call the mangree forest, due to the number 
of primates I saw there. 


As I walked down the path, I turned to my 
right to follow the sound of chattering mangrees 
and saw two of them playing atop another totem in 
the distance, similar to the totem I saw on the 
beach near the skeleton of the sea monster. 

I kept walking down the path, frequently 
catching glimpses of mangrees dashing through the 
brush. One leapt down to a tree branch m front of 
me and uttered the warning cry I heard shortly 
after waking up. 

Mnn^reei plmjin^ on mother totem 


This was obviously not a path that Achenar 
had used recently, as the end of it was overgrown 
with orangedeafed bushes. I pushed them out of 
the way and continued toward a hunting post 
beyond them. 



The pnth ended nt iome hmhei, whichipmhed out erf the mej. 
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Achemn hunfintj poif 


fAatvjrm pifnjitifj oti a him in the dkfance 


I climbed up the hunting post’s rope ladder to get a better view of my surroundings. The hunting post 
was unsurpnsmgly filled with weapons— spears, crossbows, and other implements of destruction. A crude 
etching of a mangree head on the wall had 32 score marks next to it. 

The first thing that drew my attention was a clear view of three mangrees playing on the totem that I’d 
seen earlier. I leaned m closer to get a better look at them and confirmed that the totem was similar to the 
one I’d seen on the beach, but I couldn’t get a good view of it because the mangrees were clinging to it. 



Cmnh prot^med low, miMie, md htfjh fomi (from left fo rtfjhf). 


Iplfiijet^ fhe wnmituj callfo %m fffffhe mmfjreey 


I wasn’t close enough to the mangrees to scare them away, but I did want a better view of that totem. I 
turned my attention to a device on the side of the hunting post near me. Three cranks produced different 
tones— from left to right, they were low, middle, and high. 




The only conceivable reason for Achenar to put this device on the hunting post was to be used as an 
animal lure. Listening to the tones that the device produced reminded me of the mangree warning call that I 


heard earlier. I decided to try and recreate it and eventually succeeded in doing so by turning the right crank 
for two revolutions, then quickly turning the left crank for one revolution, and finally turning the right crank 
for another two revolutions. 


The mangrees scattered, and I could now observe the totem in clearer detail. Like the first totem, it had a 
diamond-shaped design in the center of it, although this one was slightly different. I wondered if Achenar 
meant to associate its four-petaled floral design with mangrees, and if the white square from the first totem 
was representative of the sea monster. 


I examined the crossbow near my feet and 
found that Yeesha’s necklace revealed the 
memory of Achenar hunting mangrees with it. It 
was a miracle that there were any living creatures 
left on the island at all after 20 years of 
Achenar’s hunting. 

As I turned to leave the hunting post, I realized 
that there was a rolled-up parchment over the rope 
ladder. I unfurled it to see a chart that featured 
animal pnnts arranged in a pyramid. It was some 
sort of food chain hierarchy, with the five-fingered 
hand print (representing the sea monster, which was 
drawn with five-fingered claws) at the top of it and 
the cloven hoof of the herbivorous zeftyr at the 
bottom. I translated it as: 

Food Chain Hierarchy Translation 


Print 

Creature 

Diet 

RanH 

■ 

Sea monster 

Carnivorous 

1 

■ 

Camoudile 

Carnivorous 

2 

■ 

Mangree 

Omnivorous 

3 

■ 

Kamak 

Omnivorous 

d 

■ 

Zeftyr 

Herbivorous 

5 



The cm^how he!(^ fhe memonj (rfhnnUtifi matifireei 



I unfurM a chart from the entrance to the hantinfj poit 


1. A creature’s rank in the food chain pyramid is indicated by the number of 
pnnts that appear on the chart. Lower ranks represent creatures nearer the 
top of the pyramid, such as carnivores and predators. Higher ranks represent 
creatures that are hunted more than they hunt, such as herbivores. 
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There was nothing more to see in the hunting 
post, and the vegetation around the mangree forest 
was far too thich for me to penetrate with anything 
less than a sharp machete. I also reasoned that if 
Achenar, Yeesha, or anyone else was in Haven, they 
would probably be m one of the structures that 
Achenar had built. 1 rolled the chart back up, 
climbed down from the hunting post, and returned 
to the wreckage of the parasail. 


I ref fo the parmH wrechfje 


Camoudile Grasslands 



I took a step forward, away from the wreckage of 
the parasail, and looked down to find a leg trap in 
the path. Fortunately, it was closed, or I might have 
lost a foot to It. A vision seen with Yeesha’s 
necklace implied that it was used to trap zeftyrs. 



The path split ]ust ahead of the trap. The left- 
hand path extended into a grassy region, where I saw 
two zeftyrs grazmg. I decided to try 
and approach them, but they 
ran off as soon as I did. 


I took fhe leff pnfh fo fhe amoniflle araiiknrfy 




A ca mend He pounced on a zeffijr. 

As I crept quietly by the distracted camoudile, 
I was surprised by a Icamalc, which swooped down 
near me and landed atop a log overlooking the 
dining camoudile. An axe was stuck in the log. 
When I examined it with Yeesha’s necklace, 1 saw a 
vision of Achenar using the axe to chop down the 
tree that the log used to be. 


I crept pmf the caniondik and an axe hried in a lotj. 


I stepped into the grasslands just in time to 
see a camoudile leap out of the tall grass and 
pounce on a zeftyr, knocking it to the ground and 
killing It. 



I con finned foHowinej the path fo the kach The pfanfi poHen knocked onf the cawondHe. 


1 continued following the path toward the water m the distance and amved at a pair of the strangest 
plants I had ever seen. As 1 admired them, a camoudile crept through the grass behind them, stalking me 

My heart raced as I looked in vain for a way to escape the stalking camoudile. It was faster and stronger 
than I, and I had no weapon or protective clothing. As the camoudile slunk closer, it brushed up against the 


A 
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plant, which released a cloud of green pollen— the same substance in the atomizer on Achenar’s workbench. 
The camoudile attempted a half-hearted lunge, but it was unconscious before it could reach me. 

Although I didn’t want to remain in the area any longer than was necessary, I did examine the plant with 
Yeesha’s necklace. 1 found that Achenar did m fact coat his spears with the plant’s poison when hunting 
camoudiles, increasing the weapons’ effectiveness. 


I didn’t want to nsk being around the 
camoudile when it woke up, so 1 backtracked 
through the grassy path I’d just come through. On 
the way back, I noticed a very faint trail to the nght 
and followed it around a giant boulder to find a 
third totem. This totem was obviously meant to 
represent camoudiles, and the symbol in the center 
of It was three dark tnangles with a single light 
tnangle overlaid on top of it. I took a picture and 
then examined the totem with Yeesha’s necklace 
and heard Achenar say the words, “strength, 
dextenty, courage” as he placed the totem. 

Not wanting to push my luck with the camoudiles any further, I backtracked all the way to the mam 
forest path I had left to enter the grasslands. As I did, I saw that the kamak that swooped in to land on the 
axe log now ate from the abandoned carcass of the camoudile’s zeftyr. 



IfoUomd a path fo fhe leffnnd m mother fofem 


Karnak Cove 

From the entrance to the camoudile grasslands, I 
turned left and walked uphill along the mam forest 
path. Two mangrees and a pursuing camoudile 
dashed across it in front of me. 




Haven 



I choH fo cotifime alotifj fhe path mder fhe hfj nfher fhati 
etifera wamp. 


The path forked just past the mangrees and 
camoudile. The left path led into a swamp while 
the forest path to the nght snaked under a log. I 
decided to stay in the forest, having no particular 
desire to enter the swamp if I didn’t need to. 



A locked fjafe fo vtne iorf erf cove kjmmk cove lock'mcj niechanhni 


The path led to a locked gate. There seemed to be some sort of cove beyond it, but I could not see very 
much through the wooden bars. The locking mechanism was to the left of the gate. 

I examined the locking mechanism more closely, sliding its stone hd up to reveal three rows of sliders 
and notches, with two small wooden hammers between the rows. Examining the lock with Yeesha’s necklace 
allowed me to hear Achenar cursing the Kamaks and challenging them to try to get past the gate. 

After manipulating the gate lock for some time, I realized that there were limitations on how the parts of 
the mechanism could move. The only way to move the hammers was to flip them so that they rested in a 
slider, and the only way to move the sliders was if a hammer rested in them. 
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The goal was to move the hammers and sliders so that the hammers rested outside of the sliders and in 
the notches marked with white dots (representing the lock’s tumblers). 

This IS how I unlocked the gate, starting from its initial state: 


1. Flipped the upper hammer down. 

2. Pushed the middle slider to the left two notches. 

3. Flipped the upper hammer up. 

4. Pushed the upper slider to the right one notch. 

5. Flipped the lower hammer up. 

6. Pushed the middle slider to the right three 
notches. 

7. Flipped the lower hammer down. 

8. Pushed the lower slider to the left one notch. 

9. Flipped the upper hammer down. 

10. Pushed the middle slider to the left two notches. 

11. Flipped the upper hammer up. 


12. Pushed the upper slider to the right two 
notches. 

13. Flipped the upper hammer down. 

Pushed the middle slider to the lefi one notch. 

15. Flipped both the upper and lower hammers up. 

16. Pushed the middle slider to the right two 
notches. 

17. Flipped the lower hammer down. 

18. Pushed the lower slider to the left two notches. 

19. Flipped the lower hammer up. 

20. Pushed the middle slider to the right one notch. 

21. Flipped the lower hammer down. 





The Door That Leads to Nowhere 

Of all the structures Achenar built 
during his 20-year imprisonment on 
Haven, the gate leading to karnak 
cove remains the most bemusing. It 
appears as if Achenar installed it to 
keep the karnaks from pilfering his 
supplies. Yet even the most cursory 
exploration of his Prison Age reveals 
just how useless such a structure 
would be. 

Psychiatrists point to this gate as evidence for how severe Achenar’s disassociation 
from reality was during the first five years of his imprisonment. “Obviously,” writes Dr. M. 
N. Hartley, a specialist who has studied Achenar’s Journals extensively, “the man convinced 
himself that Haven’s animals were human, and that he was the king they must serve. In 
such an advanced state of dementia, it would be easy for him to ignore the fact that 
karnaks can fly.” 




Kprmk cove 


With the gate open, I walked through the 
doorway and into the kamak cove. Several of the 
beasts sunned themselves on rocks or dove into the 
water. I saw a couple of man-made structures in the 
distance, including the building with the flag that I 
had seen from the area near my linking point. 

Touching Yeesha’s necklace as I looked out at 
the structures showed the cove as it looked 
originally. During the vision, Achenar tried to 
reassure himself that the construction would not be 
so difficult once he managed to set the foundation. 
He seemed very tired of living in the wrecked ship. 
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As I turned to go, I saw the fourth totem 
behind an overgrown patch of brush. If I hadn’t 
been paying attention, I would certainly have 
missed it. The totem was m the shape of a Icamak, 
and an hourglass-shaped symbol adorned the 
center of it. When I touched Yeesha’s necklace, I 
heard the call of a kamak. I snapped a photograph 
of the totem and returned to the mam forest path. 

The jourfh fofem repreHtifeti kcmwh- 



Zeftyr Swamp 


From the entrance to the kamak cove, I turned left 
and followed the forest path hack to the entrance to 
the swamp (which I would come to call the zeftyr 
swamp, for obvious reasons). I had found four 
totems thus far, and unless I missed my guess, there 
was at least one more to represent the zeftyrs. This 
seemed like the best place to look for it. 


Jetifered zeftifrwmiij} htj croalmj the phnh- 



As I traversed the mossy rocks and creaking 
planks, I came to a boulder with zeftyr pnnts on it. 
I photographed the pnnts and compared them 
with the ones on the sheet of parchment in 
Achenar’s study. Sure enough, it showed the cloven 
hoofpnnt of the herbivorous zeftyr next to a sketch 
of a leafy plant. 


Zeffijrfoofpnnh on the rock 


J32 


Haven 




I took the left- fmfh af the fork fo reach the fofew. 2efhi^r fofetn n^ttiho! 


When the path forked, I followed the left branch, as 1 saw that it led directly to the totem. Several zeftyrs 
grazed near it. 

The symbol on the zeftyr totem looked like a black “S” on its side, enclosed within a white diamond. 
Touching Yeesha’s necklace as 1 examined it, 1 heard the words Achenar spoke as he planted the totem pole 
m the swamp: “Gracious, noble, cautious— stupid. Stupidity can be a virtue, can’t it?” 1 made sure to take a 
photograph of the symbol, then 1 returned to the fork in the swamp path. 



The !eff jrafh M fo the ifracfarei liawfrow the karmk cove. 


1 turned left at the fork in the path and saw 
that It led to the structures 1 had seen from my 
vantage point at the kamak 
cove. If Achenar had moved 
his living quarters to this 
lake house, this was 
my best bet for 

finding him or ^ _ a 

Yeesha. 
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Lake House 

I climbed the wooden stairs to reach the pathway 
to Achenar’s lake house, only to find its 
drawbndge raised. And as if that weren’t a clear 
enough sign that Achenar didn’t want any 
company, the drawbndge was also in the shape of 
a giant hand, with the palm facing out. 


Thk wn d preffij clenniijh fhufAchemrwn not uccejrfimj vhiton. 



4 # 



T>rmbn(iijc mechi^tihm 

symbols as the locking mechanism. But where else had I 
belonging to Achenar? 


The mechanism that controlled the operation 
of the drawbndge was covered by a sturdy wooden 
box, which I opened by following the ropes above 
It over to a pulley to my nght. 1 pulled down on 
the rope handle to lift the box off of the locking 
mechanism and examined it. 

To lower the drawbndge, 1 had to enter the 
nght combination of symbols into the mechanism 
by lifting up on the five bones that lined the top of 
It. The tough bit was figunng out which symbols 
went where. Obviously, the puzzle had something 
to do with the totems, as they shared the same 
seen five of anything displayed in something 


The etching of a pyramid on the mechanism was the clue I needed. The key to this lock was hidden in 
the pyramid food chain diagram Achenar had drawn. The number of pnnts that a creature had on the chart 
represented the position (from the left) of that animal’s symbol on the drawbndge lock. 


4 




Drawbridge Combination Clues 
Position Creature Symbol 


1 

Sea monster 

1 

2 

Camoudile ' 


3 

Mangree | 


d 

Kamak 

D 

5 

Zeftyr 



With the combination set properly, I spun the 
wheel on the left side of the locking mechanism, and 
the complex apparatus that controlled the 
drawbndge creaked into action, lowenng the bndge 
and allowing me to cross it and reach the lake house. 


The only tricky part was entering the zeftyr 
symbol on the fourth position, as the viewing scope 
that showed the symbol for that position was 
shattered. However, the order of symbols was the same 
on each bone: kamak, camoudile, sea monster, 
mangree, and zeftyr. Since the zeftyr symbol (for the 
fourth position) was only one notch higher on the 
bone than the mangree symbol (for the fifth position), 

I set the other four bones and then simply raised the 
fourth bone one notch higher than the fifth one. 



I dropped the drmbridfje, wakinej the lake horn acce^ihk. 


I A Monumental Task, Even for a Son ofAtrus 


I 

'i 

i 


Many have marveled at the amount 
of effort it must have taken Achenar 
to build his famous “lake house!’ For 
starters, he needed to assemble 
building materials — and although 
much of the cabin’s upper pieces 
could be scavenged out of the wreck, 
a great deal of additional hardwood 
needed to be found. 
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A Monumental Task, Even for a Son of Atrus (continued) 

Achenar had no choice but to harvest this wood from the jungle since the bulk of the 
lake house’s foundations were to sit underwater. Trees growing near the savanna would 
have been sturdiest; even today, one can find evidence of extensive deforestation in that 
area. Yet obtaining the wood was merely the first challenge. 

Once he had his foundation’s materials in hand, Achenar had to install them under the 
water. Handmade diving equipment found amid the prisoner’s things shows how he must 
have accomplished this but gives no indication of bow long the process took. Today, only 
one thing can be said with any certainty: in devising his plan and seeing it through to 
completion, for the first time in his life Achenar resembled his father. 



The hke hone 



The front door of Achenar’s lake house had 
seen better days— was this the result of poor 
maintenance or physical damage? 1 cautiously 
pushed through it and entered the lake house. 


I found Achenar’s second journal on his bed 
and read it. Achenar had apparently gone a long 
time without writing. He started off by 
recounting a visit to the shipwreck and the bones 
of the giant sea creature— the first visit he had 
taken there in quite some time. From the way he 
wrote about the sea creature (which I learned 
was called a “cerpatee”), it seemed as if he 
wished that it still lived and the hunt continued. 
The totems that 1 saw arose from his desire to 
create some sort of tribute to the creature, and 
to the others he had hunted. 

Achenar also appeared to go through a 
penod of genuine remorse for the actions he and 
his brother took against the inhabitants of the 


Achemrr'i hed with hh wont^Jonnur! on if 



Ages they enslaved. As his ink supply dwindled, he was forced to make more according to the technique 
showed to him by the people of the Channelwood Age, which he and Sinus had all but destroyed. 

While explonng the southern jungle, he noted that the mangrees in it did not flee from him, which he 
attnbuted to the fact that he had never hunted m that area of Haven. Achenar decided to build another 
post in the southern jungle and study the mangrees there. After doing so, he made the shocking discovery 
that the mangrees had a crude spoken language and that they had named him. 

Whether it was the realization that the mangrees were thinking creatures, or the recollections of the 
people of Channelwood, or the gnef over his slaughter of the last cerpatee, I could not say. But it seemed as 
if Achenar was starting to repent for the life he had led, both before his imprisonment and during his first 
few years on Haven. Small wonder that Sinus, still obsessed with killing Atrus, did not find a willing partner 
m Achenar when he freed him. 


^ Seeds of Redemption? 

/ 

• Not much has been written about Achenar’s three-year “war” against the cerpatees. That, in itself, seems 
^ odd — as many believe it was this struggle that first gave the stranded prisoner something to live for. 

^ Capturing the mate, killing all their offspring, and ultimately defeating the male must have been a 



I Evidence shows that the man wasted no time following up this achievement with an even more impossible 
t task: designing and constructing his lake house. Yet many believe completing this task was not at all what 
i Achenar expected. Having no real challenges left to pursue once he’d finished construction, Achenar was 
* soon forced to reexamine his situation. Given the already fragile state of his mind, to what new depths 
i might he have plummeted if nothing else had occurred to cause him to change? 
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Achetwn ihtrf 


Next to the journal was a shirt woven for 
Achenar by his mother. When I held Yeesha’s 
necklace and examined it, I heard Achenar crying 
out in agony over the memories of the people he 
had killed. 



I opened the chest next to the bed and found a 
sketch pinned to the inside of the lid. Below the 
face of a mangree was a gnd of six boxes. Each 
column had a sketch of one of the three-tone 
generators I had seen m Achenar’s hunting post in 
the mangree forest. I wasn’t sure, but I believed that 
this was the name of the illustrated mangree, repre- 
sented by the tones that composed it. 


I opened a eked to find ikh ikefck md no f a f ion- 



I found a second mangree sketch rolled up on 
Achenar’s desk. I unrolled it and saw that it 
seemed to be of an elder mangree, judging from its 
bushy white facial hair. Like the first mangree, its 
name was written m tonal notation below the 
sketch of Its face. 


I found another ikefck rolled up on the deik 



Haven 




I climbed the large post in the center of the 
lake house to reach the upper level of the structure. 
I was stunned to find an arrangement of inks, pens, 
and brushes up there, in addition to an easel. It was 
only then that 1 realized that there was not a single 
weapon in the entire house. Achenar had apparently 
left his past life behind upon moving m here. 


I dimk^ fo fhe fop level. 


1 found a sketchbook lying next to a telescope 
and opened it. It featured sketches of creatures 
with marks beneath them. Upon touching Yeesha’s 
necklace, 1 discovered that the marks represented 
population figures, and that Achenar was trying to 
repopulate Haven’s species after nearly hunting 
them to extinction. 


I opened n ikefMook next fo fhe fe!e%ope. 


1 found a third mangree sketch on the table 
near Achenar’s inks. Examining the inks while 
holding Yeesha’s necklace allowed me to hear the 
memory of Achenar’s comments on making ink 
according to the Channelwood method. 




Anofher maneiree ikefch 
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A fourth mangree sketch, with notation, was 
hidden under a surpnsingly good watercolor painting 
of the view from the top of the house. Apparently 
Achenar had gone from captunng wildlife with leg 
traps to captunng it widr inks and paints. 


I found a fourth nwtifjree illmf ration under the paintimj on the enef 


To say that 1 was stunned by the evidence of 
the lake house would be an understatement. I 
believed that Achenar was on the side of the 
angels; it was now ]ust a matter of finding him and 
Yeesha and stopping Sinus from carrying out his 
patncidal plan. I still had not yet seen anything 
that would help me operate that final irrigation 
machine m Serenia, however, so I left the lake 
house and kept exploring Haven. 


I crowd the foothridije to reach the mamjree p! a ij ground. 


Mangree Playground 

I exited the lake house and turned left to follow 
the footbridge as it stretched into an area I 
dubbed the mangree playground. I followed the 
wooden footbridge through the lush forest. 



1 followed the wooden footbridge to the end 
and saw that the path forked below me. However, 
since a camoudile snapped its jaws at me from the 
start of the nght-hand path, the left path (which 
put a stone barrier between me and the camoudile) 
was the only option. 




The path ip! it at the end erf the foothridije, hat there tvn 
onhj one waij to ijo. 



Haven 



Achem^n ohervafion jjoif 


I found Achenar’s observation post at the end 
of the pathway and climbed up its rope ladder for 
a better view of the rest of the mangree 
playground. The four mangrees in the playground 
scurried up into the five elevated nests at the 
approach of the camoudile (one nest was empty). 1 
had to get nd of that camoudile somehow if 1 was 
to continue explonng the area, and 1 didn’t have 
time for it to tire of the hunt. 



Achenar had certainly studied his mangrees. 1 
found through expenmentation with the sound 
device that the four mangrees m the playground 
were the ones he had deciphered the names of 
Furthermore, 1 found that “calling” a mangree’s 
name with the sound device would cause it to 

leave its nest and run across a vine to the empty nest, lunng the camoudile to its new nest. There were only 
two exceptions to this rule: 


Attack!" 


There was a sound device attached to the post, 
]ust as there had been m the hunting post. On the 
wall behind me hung a sketch of a mangree 
throwing an object, with a three-tone notation 
below It— the command for “attack” in mangree-ese, 
apparently. 


1. If the camoudile was directly below the mangree’s nest, it would not leave its nest. 

2. If the mangree was not able to reach the empty nest by running across one and only one vine, it would 
not leave its nest. 
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I had fo (jet rid of fhe cmnoodile ninfj otihj fhrom froih and a 
poimom plant 


I resolved to use the mangrees to try and lure 
the camoudile into the poisonous plant, then hit 
the camoudile with thrown fruit to cause it to 
hesitate long enough to inhale enough pollen to 

pass out. However, in doing so, I found that only the white-haired elder mangree had a strong enough arm 
and good enough aim to actually hit the camoudile. So not only did 1 have to tnch the camoudile into 
hitting the plant, I also had to maneuver the elder mangree into the leftmost nest so that he could throw the 
fruit once the camoudile was m position. 


That covered the basics of mangree manipu- 
lation. As far as offensive weapons went, 1 had only 
two: a supply of throwing fruits m the leftmost 
nest and a poisonous plant m the center of the 
playground like the one 1 saw in the camoudile 
grasslands. For the first time, I actually regretted 
Achenar’s decision to leave his weapons behind 
(not that they would have done any good in the 
hands of an inexperienced hunter like myself). 


1 also reacquainted myself with the sound device. The leftmost crank produced the lowest tone, and the 
nghtmost crank produced the highest tone. If a mangree’s name had a long tone in it, I turned the respective 
crank for two revolutions. If it was a short tone, I only turned the crank for one revolution. 


MANGREE COMMANDS 


Command 

Tones 

Call Mangree A (“Elder”) 

Long low, long mid 

Call Mangree B (“Wide Ears”) 

Short mid, short low 

Call Mangree C (“Tall Ears”) 

Long high, short mid 

Call Mangree D (“One Ear Up”) 

Short low, long high 


Attack! (Mangree m leftmost nest) Long high, short low, short mid 



CAUTION Timing ms crucial for the attack. I would have to quickey order the 

ATTACK AS SOON AS THE CAMOUDILE RAN PAST THE PLANT AND THE ELDER MANGREE WAS IN 
THE LEFTMOST NEST. IF I HESITATED IN CAT TING THE ATTACK, THE CAMOUDILE WOUED FREE 
ITSELF OF THE PLANT AND ESCAPE ITS POISONOUS POLLEN. 



After an exhausting degree of trial and error, I finally accomplished my goal by calling the following 
mangree commands m this order (from the mangrees’ original positions): 


1. Mangree D (Short low, long high) 

2. Mangree C (Long high, short mid) 

3. Mangree D (Short low, long high ) 
3. Mangree A (Long low, long mid) 

5. Mangree B (Short mid, short low) 

6. Mangree D (Short low, long high ) 


7. Mangree C (Long high, short mid) 

8. Mangree A (Long low, long mid) 

9. Mangree C (Long high, short mid) 

10. Mangree D (Short low, long high) 

11. Attackl (Long high, short low, short mid) 



W'rlh ihe ca mend He knocked out I could pms if. 


1 returned to the fork m the path at the end of 
the footbndge. With the threat of the camoudile 
removed, I was able to take the nght-hand path 
and continue my exploration. 




B 



6r 

V* 
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The path etu^et^ uf a manijree 


The path ended at a mangree nest, with a 
mangree peenng down at me from above. I climbed 
the ladder leading up to the nest to investigate it 
further and found that the nest actually belonged 
not to a mangree but to Achenar. This must have 
been his third living space on Haven, indicative of 
another personality shift toward respect for life. 

The mangrees m the area showed evidence of this, 
gathering around me without fear. These mangrees 
must have been the “friends” Achenar talked about 
having on Haven. What a remarkable difference 
there was between the ways in which the two 
brothers dealt with their imprisonment. 



In the nest, I found several neatly folded shirts, 
presents from Catherine to her son. When I 
touched Yeesha’s necklace, I heard the conversation 
between Cathenne and Achenar when she gave 
him the clothing. Overcome by emotion, Achenar 
struggled to tell his mother that he had nearly 
forgotten what something soft felt like. 


The jock Achetu^r phceii on fhe iniijnfion (device. 


dofh'm^irom Cnfherm 


Stretched across a pair of poles were two large, 
yellow leaves with crude images painted on them. 
With delight, I recognized the first one as the lock 
that Achenar had placed on the irrigation device in 
Serenia. But I did not understand the second one, 
which showed a similarly patterned snake of some 
descnption. There appeared to be some 
instructions on how to handle the item— or 
creature— but I did not fully understand them. 


Haven 




I walked acro» a krideje made erf weh and kavey 


A bndge made of webs and leaves stretched 
across to an adjacent nest. When I first saw it, I 
thought that there was no way it could support my 
weight, but It was much sturdier than it looked. 


r 


I 

# 


Life as an Omnivore 

The behavioral differences between mangrees living on opposite sides of Haven’s freshwater lake 
cannot be overstated here. Even today, DRC members linking to Haven often experience far less 
friendly interactions with the mangrees living in the north jungle — that is, those whose tribes 
were nearly decimated by Achenar’s hunting activities — than they do with the ones who nest in 
the south. Apparently, 200 years of evolution have not been enough to erase the instinctive fear 
of mankind that Achenar’s savage hunting years instilled. 

At the same time, the willingness of the south tribe to accept humans into their homes speaks 
volumes about the life Achenar lived during the last seven years of his imprisonment. As his own 
nest inside the mangree village suggests, Achenar did not feel like a casual visitor there. He 
actually became one of the tribe — teaching them as much about being human as they taught him 
about being a mangree. 





As I crossed the bridge, I recognized the view 
as the same one from the vision I received when 
holding Yeesha’s necklace and examining the 
locked irrigation device on Serenia. I knew that I 
was close to finding my answer. 


The icene from the I rnej teflon tfevice vhion 

The pathway ended at a throne woven of stnps 
of bark. I wasn’t sure what the purpose of it was, 
but I sat down m it— and saw another one of 
Achenar’s stnped locks on a handle at its base. I 
examined the lock more closely and touched 
Yeesha’s necklace to see a vision of Achenar rubbing 
the lock’s bottom-nght stnpe four times, from nght 
to left. The “lock” uncoiled and revealed itself to be 
a serpent. Achenar poked the snake in the face, and 
It slithered away. So that was the secret. 

The fmfh enefeif nfie woven throne. 




I repeated Achenar’s method, and sure enough, 
the same thing happened. With the serpent gone, 
the lever was now free. I wondered what would 
happen if 1 pulled it? 


I rMed the hoffom -rhjhf stripe four fime^, ritjhf to left, then hit the 
mke in the face. 



Haven 




A wild ride l^ack fo fkl'mk'mej poitif 


I linked knck fo Toitmhiw in order fo ref urn fo Se renin 


As soon as I touched the lever, a system of counterweights and pulleys started moving. Neither 1 nor the 
adventurous mangree had any time to react before the entire throne started racing along elaborately 
constructed bamboo rails. It deposited us m the cove near the linking chamber. The last mystery of Haven 
was solved— 1 now knew what those bamboo rails were for. 

With the nddle of Achenar’s lock solved, 1 returned to the linking chamber. Laying my hand on the 
Tomahna Linking Book, 1 began my journey back to Serema— and hopefully to Yeesha. 
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Tomalina, Part Five 


// 



From Tomahna to Serenia 



I in fk linkituj chamkrfmn Hmn- 


The Tomahna Linking Book in Haven brought me 
back to the hidden linking chamber in Tomahna, ]ust 
as Spire’s Tomahna Linking Book had done. I pulled 
the handle next to the Haven Linking Book to exit 
the chamber. My next stop was Serenia, and I did 
not have any time to lose. 


As I exited the hidden linking chamber and rode 
the fireplace elevator back up to Atrus and 
Catherine’s bedroom, 1 pondered the striking 
differences between the way that imprisonment had 
affected Sirrus and Achenar, and I wondered if it 
had anything to do with the Ages they found themselves 




trapped in. Neither one was a paradise, but Haven’s lush wilderness seemed to complement Achenar’s 
personality to a greater degree than Spire did Sinus’s. Had Sinus been trapped in a more hospitable Age, would 
he have repented as Achenar did? Or was his treachery evidence of a fundamental flaw in his character? 

1 walked through Atrus and Cathenne’s 
bedroom and again noticed the half-made bed, a 
silent reminder of the deep nft that their sons’ 
impnsonment had opened in their mamage. I 
realized that they were both nght to hold their 
opinions. Cathenne’s faith m the redemption of her 
sons was realized in Achenar while Atrus’s 
adherence to caution was legitimized by Sinus’s 
continued betrayal. 

As 1 left the bedroom and walked out onto 
the balcony, something caught my eye— a small 
plaque bolted to the balcony’s wooden floor. It 
simply read, “The ending has not yet been wntten.” I was sure that it must have been there all along, but I 
had not noticed it until now. Reading it gave me hope that it was still possible to stop Sinus from carrying 
out his diabolical plan. Touching Yeesha’s necklace allowed me to hear the echo of a conversation between 
Atrus and Cathenne m happier times, in which Cathenne thanked her husband for reminding her of the 
simple truth he engraved on the plaque. 



hm a plaam on fhe kdrooni kkonn- 



I rotie fhe elevnfor fo fhe ejn refen level. 


I quickened my pace as I walked down to the 
elevator and entered it, setting its lever to the 
center position m order to return to the garden 
level. From there, I walked down the path through 
the first of Cathenne’s two gardens and entered 
her study. 





Cathenne had linked to Haven without 

^ !• , t , Atius’s knowledge before the Tomahna linkine 

Cfifhenmi mrtifil tti a mk(^rmer. i n i i i 

cnamber had been constructed, bhe knew that her 

husband would have objected to this “recklessness,” but if Sinus had proven anything, it was that he would 

find a way to escape even the most carefully constructed pnson. 


I realized that I had come to fully understand 
everyone’s perspective on the situation except 
Cathenne’s. Despite my long acquaintanceship with 
her husband, she was still a bit of an enigma to me. 
I had to correct that. I opened a desk drawer near 
the door to the sunroom and found her journal 
inside. Silently hoping that she would forgive this 
intrusion, I picked it up and began to read. 



Inserting the linking chambers into Haven and Spire had been Cathenne’s idea, not Atrus’s. Executing 
such a feat would have been unthinkable to most D’m wnters, but I remembered that Cathenne always had 
an abstract quality to her thinking that allowed her to create Ages that the D’ni , 

could never have imagined. 

Cathenne refused to excuse her sons’ cnmes, but she did try to explain 
them. When Atrus’s grandmother Anna died on an Age Cathenne had wntten, 

Atrus dealt with his gnef by throwing himself into his work, depnvmg his family 
of the attention he had lavished upon them until that point. The boys needed 
guidance to help them past the pain that they also felt at Anna’s sudden demise, 
but Atrus’s gnef and Cathenne’s guilt robbed them of the parents they needed 
so desperately. 

As hard as it was for her to visit her sons and deal with being tom between 
her roles as loving mother and supportive wife, it was harder for Cathenne to see 
Atrus visit the Pnson Ages. Achenar’s pnmal, emotional nature convinced Atrus 
that he had turned his son into a savage. Atrus was better able to relate to the 
more logical Sinus, but he did not tmst his son. 

Yeesha was Atms and Cathenne’s attempt at nghting the wrongs of then 
sons. She represented then highest hopes. It was no wonder that Sinus resented 
her so. Upon realizing that Yeesha had perceived the tensions between her and 
Atras, Cathenne decided to leave Tomahna for a few days to clear her head. Was 
Sinus aware of this, and was this the reason that he chose today for his attack? 
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Tomahna // Part Five 



I reached Afrm ifadej fhroaejh the wnroow. 


I replaced Catherine’s journal, glad for the 
opportunity to better understand her perspective 
on her sons. 1 hoped that she would not blame 
herself for trusting Sirrus any more than Atrus 
would blame himself for unintentionally providing 
the keys to Sinus’s pnson. 



Imed iheSerem Utikmej Beck 


1 proceeded into the sunroom through the 
nearby door. From there, 1 continued into Atrus’s 
study to find the Serenia Linking Book, nght where 
I had left it. It was time to stop Sirrus once and for 
all. 1 placed my hand on the Linking Panel and 
linked back to Serenia one last time. 
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Serenia, Part Two 



Return to Serenia 


Irrigation Device 

From my linking point m Serenia, I traveled back 
through the stone forest to arrive at the locked 
irrigation device near the old Memory Chamber. 
The stone forest was as confusing and labyrinthine 
as I remembered it, but consulting my notes from 
my first visit allowed me to move through it 
relatively easily. 
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I linked knck info Sennin nnd refnmed fo the locked 
imijnflon device. 


Serenia //Part Two 




I rMed fhe bottow-tifjhf if ripe four fiwe% rifjhf fo !eff, then poked 
ike itmke iti ike face. 




When I reached the imgation device, I used the 
same technique to get it to release its gnp as I 
used on Haven. I rubhed its bottom-nght stnpe 
four times, from nght to left, to awaken the 
creature. Once it reared its head, I poked it in the 
face to dnve it away, leaving the irrigation device 
unlocked. 


With the imgation device unlocked, I turned 
Its wheel counterclockwise to redirect the water 
flow from the left stream to the nght. I noted that 
It now seemed to flow into the underground 
chamber where Achenar had stolen the artifact 
earlier. 


Since I could no longer reach the old Memory 
Chamber through the now-flooded artifact 
chamber, I was forced to backtrack through the 
monastery. The only available path to the old 
Memory Chamber was the one leading from the 
stone forest across the drawbndge. 
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As I turned away from the imgation device, I 
saw a Protector whom I had not yet met standing 
on the outcropping and using the signal device 
that overlooked the Serenian village. She was 
obviously upset and deeply suspicious of me 
because of Achenar’s theft of the “life stone” from 
the artifact chamber. The life stone nounshed the 
Memory Chamber and sustained it. Without that 
stone, the Memory Chamber would soon wither 
and die, and the Serenians would no longer be able 



A Profecfor cotrfrotifed me al’OPif fhe iheff fff the life ifotie. " 


to store memones or visit their ancestors. The Protector (whose name I later learned was Caradell) told me 
that if I was a true fnend to Serenia, I would return to the Hall of Spints and notify her sisters of the theft. 


I 


Which Came First, the Fungus or the Stone? 

The importance of the life stone to Serenia’s ^ 
way of life has come under close scrutiny m 
recent years. Oral histones brought back 
from the Age suggest that the first stone 
was discovered by a Serenian artisan. Drawn 
to the rock by its unique shape and texture, 
she decided to turn it into a piece of 
sculpture. To her surpnse, when she cleaned 
her new sculpture m nvers close to her 
home, the village’s fungus “responded with 
great pleasure.” 

Chemical analysis has since revealed that a life stone’s nounshmg influence comes from high 
levels of a unique mineral compound within it. When dissolved in water, these minerals affect the 
Memory Chamber like powerful vitamin supplements, increasing its energy and enabling older 
flowers to continue to perform memory transfers. But is the stone really vital to the functioning of 
the fungus itself? 



Apparently, yes. Centuries of dependence on the stones have affected the fungus so greatly that 
It IS doubtful the flower could continue to perform transfers without it. The fungus itself might 
survive, but Serenia’s ties to its ancestors would be lost. 





Spirit Guide 



I meM fo finti a ipirif (juide fo hearfhe mccifon wemfje. 


I returned to the Hall of Spirits, and one of the 
three dreaming Protectors (Zanilca) rose up to tell 
me that they had been consulting with their 
ancestors m Serenia’s “mirror realm”— a place called 
“Dream”— even as 1 had been investigating the 
physical world. She said that the ancestors had 
shown them a vision, but that the Protectors did 
not understand it because it was meant for me. To 
see the vision, I would have to go to Dream, and to 
visit Dream, 1 would need a spirit guide. If 1 was 
willing, the three Protectors would now determine 
which spirit guide was best suited for me. 



I touched an elewenh! cowhinafion cffire, wind, and water to read Moir! told we I wai hedwited to a water (jnide. 

wij permalitij. 


An amorphous amalgamation of wind, fire, and water floated down from the ceiling of the Hall of Spirits. 
When It settled onto the altar m front of me, 1 placed my hand on it, and the reading began. 

1 could not say how long the reading tooh. When it was over, however, the Protector to my nght (Mom) 
stood and told me that 1 was most attuned to the element of water and that 1 needed to bring the proper 
offenng to the water spirit guide m the stone forest. 
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The first thing I needed to do was to find the 
spirit guide in the stone forest. I would have a 
much easier time of this once I recognized the 
habitats that my spirit guide preferred. 


finf d^Jecfive wn fo fmd nuj ijjirtf (jutc^e tti fhe if cm foraf 


r 

1 



Which Personality Are You? 


Not every individual to undergo Serenia’s personality rite has 
emerged as a Child of Water. Some were classified as Wind 
Children — ’’attracted by challenge and diversity... Always moving 
swiftly to the heart of a matter, yet willing to take the time 
needed to understand it.” 

Still others have emerged as Children of Fire — ’’drawn by 
the excitement of new experiences... Always seeking adventure 
over stasis.” 

In either case, the ending of the ritual was quite different. 
Children of Wind saw the wind guide statue spit seed blossoms 
into the air before being told by the Protectors to seek their spirit 
companion in “the glades where pollen seeds cluster.” Fire 
Children, on the other hand, witnessed the fire guide statue shoot 
flames into the air. They were then told to find their guide in 
Serenia’s stone forest, “near the smoldering stones.” 

In all cases, a unique offering had to be made, and only one 
such offering was deemed acceptable by each type of guide. 



Serenia // Part Two 


Spirit Guide Habitats 

As I quickly discovered, each type of spirit guide had its own recognizable habitat. 
Fire spirit guides burned brightly in otherwise dimly lit torches . 

Water spirit guides rose up from small, round pools . 

Wind spirit guides hovered above circles of stones . 



Fire ipinfijulde hnl’ifeif 


Wider iyirif (julde hMfnf 


wind firrt (jnide hnbrhd 


Approaching a spint guide without the proper offering in my hand would cause the spirit guide to 
vanish. And even if I brought the proper offering to a spirit guide that was not attuned to me (a fire or wind 
spirit guide m my case), the spirit guide would leave. 



The next ohjeefive wm fo find the yroyer erfferimj 


Once 1 found the spirit guide, I kept my 
distance from it to avoid driving it away by 
approaching it without the proper offering. I 
scouted the surrounding area for the nearest source 
of the preferred offering for my spirit guide. 
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Spirit Guide Offerings 


From my subsequent talks with the Protectors, I found that each spirit guide preferred a specific 
type of offering found in the stone forest. 

Fire spirit guides preferred heated nectar . 

Water spirit guides preferred bubbles . 

Wind spirit guides preferred falling seed blossoms . 

To catch an offering, I held my hand out and let the offering fall into it. If I moved too quickly 
or waited too long while holding it, the offering would disappear, and I would have to go back for 
another one. Each spirit guide habitat had a source for the guide’s respective offering nearby. 

To catch an offering, I held my hand out and 
let the offering fall into it. If I moved too quickly 
or waited too long while holding it, the offering 
would disappear, and I would have to go back for 
another one. Each spirit guide habitat had a 
source for the guide’s respective offering nearby. 

■% 



Tleiffed mcfarforn fire m!de 



BMki fora mfenjaide 


Fa II in wd Howm fora wind (jnide 



Serenia //Part Two 




I carried the cfferinfj fo the wafenjririf ejaide and held tnej 
hand oaf fo if. 


After discovering where the water spirit guide 
had appeared, I found a source of bubbles a short 
distance away. I let a bubble fall into my hand and 
turned very cautiously to return to the water spirit 
guide. Upon reaching the water spirit guide, I 
extended my hand to it and presented it with the 
offering. The water spirit accepted the offering and 
vanished in a brilliant burst of light. 1 could not 
describe the feeling that accompanied this, except 
to say that 1 felt the presence of the spirit guide in 
my mind, reassuring me that 1 could now dream in 
the Memory Chamber. 


I Spirit Guide Offerings: Why Only One Type Will Do 

f An interesting theory regarding the nature ofSerenia’s spirit guides has been circulating recently among 
^ DRC members. As it has some bearing on the types of offerings each guide accepts, it’s definitely worth 

* consideration. 

I The theory states that spirit guides are not native to Serenia; rather, they come from the Age’s “mirror 
. realm” (also known as “Dream”). Because of this, the guides have no physical form in Serenia and must 
I make use of elements common to the Age in order to appear there. The higher the concentration of this 
j element in any given location, the more likely it is that a spirit guide will appear there. 

J The theory goes on to state that, since spirit guides have no physical form, they typically don’t have 
' senses as we understand them. There is, however, one notable exception. Spirit guides can smell . Smells 

* enhance the guides’ contact with the physical world, enabling them to become more solid. Yet their sense 
I of smell is limited to specific aromas dependent on the type of spirit they are. 

Water guides can only smell sulfur filled bubbles emitted by Serenia’s geysers. 
i Fire guides can only smell pollen produced by Serenia’s fire crocuses. 

! Wind guides can only smell seed petals shed by weeping blossom trees. 

i Scientists seeking to prove this theory would like to conduct additional studies on the guides, but the 
I spirits themselves have proven too elusive to comply. 
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I refurnei^ fo fhe Memortj Chamknrfl-erfnciimj mt] ipirif (juide. 


Memory Chamber 

After finding the spirit guide and presenting my 
offenng to it, I returned to the Memory Chamber 
and climbed the stairs inside of it to reach the 
dreaming alcove. 


Zanika was waiting for me in the Memory 
Chamber. She told me to lie down on the stone 
slab and look into the stone eyes above me to 
enter the Dream Realm. The last thing I remember 
Zanika telling me was that my spirit guide would 
be waiting for me in its true form there. 




With that, 1 felt myself slipping away, as if I 
was falling asleep and awakening at the same time. 

I saw the spirit guides, streaking across an ethereal 
plane like comets in the night. My poor skills 
prevent me from capturing the indescribable beauty 
of my voyage into the Dream Realm. 


Wordi camof (^eicrik fhe ineffahk kauftj erf Dream- 


Serenia HV2iYt Two 




The ipirif fjuide fold we fhiif fhh mi fhe dreawerlmejhf 


My spmt guide was able to locate the mind of 
the dreamer I sought, and Yeesha’s consciousness 
appeared as a glowing white sphere of light. The 
spirit guide said that Yeesha was a traveler with the 
power to shape dreams, but that she seemed to 
have no waking mind to return to. I shuddered— 
did this mean that Yeesha was...no, I couldn’t even 
begin to consider that possibility. 


Other spheres of light, representing Serenians 
whose memories had been stored m Dream 
surrounded Yeesha’s consciousness. The spirit 
guide told me that, m order to unlock the message 
that Yeesha had for me, I would have to seek these 
ancestors’ assistance by causing all of them to 
resonate together. In practice, this meant changing 
all of the multicolored floating spheres of the 
ancestors to match the same pure whiteness of 
Yeesha’s consciousness. 

Moving my hand over an ancestor’s 
consciousness changed the color of it in the same 
order every time: red to purple to blue to light blue to green to yellow to white. Touching a white sphere 
changed it back to red and started the process over. Yeesha’s consciousness, indistinguishable from any other 
white sphere, never changed color. 

After touching a sphere (sphere A) and changing its color, I could move to touch any adjacent sphere 
(sphere B)and change its color as well. However, if I returned to sphere A from sphere B, sphere A would 
not change color. But if I moved from sphere A to sphere B to sphere A again and touched another sphere 
adjacent to sphere A (sphere C), returning to sphere A would cause all of the spheres surrounding sphere A 
to change colors randomly. 



Sereti'mti mceifon upTenred amnd Veeiha md wrmnded we. 
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There was no way to descnbe my exact method for solving the puzzle, as I was not able to heep precise 
mental notes, and I did not have my physical journal with me in this ethereal realm. At any rate, I am not sure 
if they would have done me any good. If I understood the Protectors correctly, every person who expenences 
the Dream World does so in a different way, so the value of such records would be dubious at best. 



ihomti me fhe Mi five colon fffwklfe H^ht 


Like all of the time I spent in the Dream 
Realm, I could not say how long I spent bnnging 
the ancestors’ spheres into resonance with Yeesha’s. 
Once I did, though, I saw the vision that the 
Protectors had told me about, but it was almost as 
perplexing to me as it was to them. 

The white spheres condensed themselves into 
two spheres, each of which split into the two tnads 
of additive colors that made up white light— red, 
green and blue, yellow, purple and light blue. That 
explained why the ancestors’ spheres appeared in 
only those colors. 





The SIX spheres turned white and multiplied 
threefold into six three-sphere tnangles arranged in 
a circle. A door faded into view behind them and 
opened. I did not recognize the door, but there was 
only one on Serenia that I had not opened— the one 
under the old Memory Chamber. Yeesha must have 
been trying to tell me how to open it. 


A door-conic! if be fhe one under fhe oldMenwrij ChnmberJ 





With the good wishes of the spmt guide 
echoing in my ears, I opened my eyes and found 
myself stanng up at the ceiling of the Memory 
Chamber. The vision was over; now it was time to 
see if I could put it to good use. 



I moke from fhe (ireaw n mti m the vkioti ended. 


I 

Conflicting Theories of Dream 


The existence of Serenia’s “Dream World” 

' continues to be a topic of great debate 
I among DRC members today. Invariably, 
opinions fall into one of two camps. 

I The first group, known affectionately as 

“Atrus Theory Supporters,” believes that 
Dream is not real. As support for their 
claims, they point to the fact that visitors to 
I the realm invariably enter it from inside the 
Memory Chamber’s second floor meditation 



alcove. This room sits directly above the flower’s pollen-producing stamen, which has been shown to 
I elicit hallucinogenic reactions in people. Consequently, Dream itself can be explained away as 
, “fanciful visions” brought on by exposure to the pollen. 

Yet if this ideology is right, claims the opposing group of theorists, then how does one explain the 
uncanny prescience Serenians continually exhibit, which they claim comes from their journeys in Dream? 

■ “Yeesha Theory Supporters,” as this second group is called, believe that you can’t — unless you 
’ accept the fact that Dream really does exist. They believe that Serenia’s “mirror realm” exists halfway 
between her physical and spiritual dimensions. Inhabitants of either space can and do access Dream 
’ in a number of ways. For humans, it’s done through dreams and meditation. For spirits, it’s in ways 
\ “not fully understood.” 


Certainly, both ideologies raise interesting points — a fact that will no doubt cause the debate to 
' continue raging for years. 
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Anija locked fhe Memorij Chamkrand whhed me luck- 


Old Memory Chamber 

As I left the Memory Chamber, I met Anya walking 
down the path. She told me that the other 
Protectors had left for the village, and that she was 
going inside the Memory Chamber to seal it until 
the cnsis had passed. She told me that in all of the 
Protectors’ dreams, the last task always fell to me. 


NOTE 1 COULD REPLAY THIS CONVERSATION IN MY MIND WITH THE ASSISTANCE OF 
YEESHA’S NECKEACE by touching it white STANDING IN FRONT OF THE EOCKED 
Memory Chamber doors. 









I leff fhe motmfenj and reached fhe pafh fo fhe old Memonj 
Chamkr via fhe done fored 


To reach the old Memory Chamber, I had to 
leave the monastery and return to the stone forest. 
From there, 1 found the path leading to the 
drawbndge and crossed it. 

The old Memory 
Chamber was 

]ust below me ^ 

to my nght. ' • k 




Serenia llV2LVt Two 



As I approached the harvester outside of the 
old Memory Chamber, Sirrus exited the structure 
through Its front door. As soon as he saw me, he 
tried to convince me that he was working to stop 
Achenar’s mad plot to hold Yeesha hostage and 
strip Serenia of its nches. He begged me to return 
to Tomahna and bnng Atrus to Serenia so that we 
could maneuver Achenar into a trap. 

After the evidence I had seen of Sirrus and 
Achenar’s characters in their respective Pnson Ages, 

I knew which brother I trusted, and it was not 
Sirrus. I advanced on him, and Sirrus, seeing that I 
was not falling for his story, scrambled back into the 
old Memory Chamber, locking the door behind him. 


I ran to the harvester basin and saw that it was 
no longer being filled by the streams that lined 
Serenia, but the water level was still too high to 
reach the hidden door. 


I needed to lower the water level quickly, so I 
closed the harvester door and lowered it into the 
basin to displace a large volume of water. When I 
raised the harvester back up, I was able to descend 
a set of stairs leading to a control room. 



Sirm cawe out erf the door fo fhe o!d Me wonr Chirwkr 



The hmin wn no hnejer heinrj fed hrj mfenvmji, hnf fhe mfer level 
nm dill foo hifjh. 



Vroppinj fhe hnrvederdhjrhced wafer 
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I reached a large valve placed below a crude 
window that looked into the basin. Turning the 
valve clockwise opened a drain on the side of the 
basin and lowered the water level even further. 




I fumed the mhe dockwhe fo dm in fhe l>m!n- 


I lowered fhe hnryeifertvifh fhe door open nnd frnpped 
werferimide of if 


The water level still was not low enough for me 
to reach the hidden door, so I returned to the 
harvester controls and lowered the harvester into 
the water again with its door closed, reasoning that 
this would push more water out through the dram. 
I then opened the harvester door while it was still 
submerged m order to fill it with water, then I 
closed the door and raised it up again, taking a 
large volume of water with it. 



Inppronched fhe locked, hidden door. 


This removed enough water from the basin for 
me to descend the stone stairs past the dram valve 
and through the now-open door at the bottom of 
them. On the other side of the door was the 
hidden door I had seen from the harvester. 


:i66' 




I approached the hidden door and recognized 
It as the one from my vision m the Memory 
Chamber. Examining it with Yeesha’s necklace 
showed me a flash of the amulet 1 found at the end 
of my Spire exploration, then it replayed the vision 
of the dancing triangles of light that I saw during 
my dreaming. 



Ip rand If button Mow fhe lock fo revenlfhe lockmij weclmnhw. 



hma vivoti off fhe mnnlef on Spire. 


1 pushed a button below the lock to reveal a 
circle of colored marbles. Touching a marble revealed 
the pathways it could move along, represented by 
grooves m the locking mechanism. From my vision, I 
knew that I needed to arrange the marbles into six 
triangles— but what was the logic behind it? 



I ttntted hij recrenfincj fhe puttern from fhe Spire nmnlef 


Because Yeesha’s necklace had shown me Sirrus’s amulet, 1 decided to recreate the pattern of six colors 
from the amulet along the six slots on the inner ring of the locking mechanism. This m and of itself did not 
open the lock, but it felt nght. Perhaps Serenian mysticism was starting to influence my thought process. 
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I crei^ fed frimtjlei erf hwrbh uccordintj fo fheiniddifm projjerfiey 


I remembered the circle of six triangles 
composed of three white spheres from my dream 
vision. That, combined with the illustration of the 
additive properties of the colors of light, triggered 
my next idea. I would arrange the remaining 
marbles so that I created six triangles of marbles, 
the colors of each of which would combine to form 
white light. 


Additive Properties of Colors of Light 

Inner Marble Outer Marbles 


Red 

Green, Blue 

Green 

Red, Blue 

Blue 

Red, Green 

Purple 

Light Blue, Yellow 

Light Blue 

Yellow, Purple 

Yellow 

Light Blue, Purple 



My logic was correct. Arranging the marbles into additive triangles of colors of light was the secret to 
opening the door. Pressing the button with the correct combination in place opened the door and granted 
me access to the brothers’ former workshop. 




Serenia //Part Two 



You Can^t Unlock the Past Unless You Revisit It Yourself 

have ‘nTwZooftheT^^^ stranger almost 200 years ago, 

disto^d-soTuTso Z^ faded or b!come 

use the six-color arran<! pn,^n^^f^(-f,f^^^ I ,, , ] ° brothers former worksho p ifthpy 

^ume arrangement. But bv placing thp civ rnin th a no two people ever see the 

circle, then using additive color logic to determine 7h ^ T '"^'7 mechanism’s center 

these years. ^ door will open. Even after all 


Brothers’ Workshop 



The door ihnf mid locked Mind we -I wn fnjrjred. 


I had to move quickly. Siirus had seen me, and 
from all the noise I had made with the harvester 
and draining the basin, he must have been aware 
that I was trying to get into the old Memory 
Chamber. He did not have much time to prepare 
for my arrival, but as long as he held Yeesha 
captive, he retained the upper hand. I stepped into 
the brothers’ workshop, and the door sealed shut 
behind me, trapping me inside. There was nowhere 
to go but forward. 




Directly in front of me was a shaft with a 
ladder that extended up into the old Memory 
Chamber. Two sets of breathing apparatus hung on 
the wall of the shaft. 1 examined them with 
Yeesha’s necklace and found that Achenar had 
installed fans m the old Memory Chamber that 
removed the need for breathing equipment. 



I fomt^ breMintj in the ihirff lenflintj up. 


Id imbed the hddernnd opened the frnpdoornf the fop. 


In the center of the workshop, the heart of the 
old Memory Chamber beat feebly in a 
compartment of the brothers’ design. I pulled on a 
lever to open the door and stepped inside to better 
examine the heart, enclosed in a glass jar to isolate 
Its toxic fumes, no doubt. Aside from the fact that 
Sinus was obviously harnessing it for something, 
there was nothing else to see. 


I climbed the nearby ladder and turned the 
crank at the top of it to unlock the trapdoor above 
me. Pushing the trapdoor open, I stepped out into 
the mam floor of the workshop, ready for Sinus to 
make his last stand against me. 



The henrf erf f he old Me morej Chnmher 
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A inrcophufiml 


If this Memory Chamber was anything like the 
other one, I knew that it would have stairs leading 
up to the dreaming bed. I found them m the same 
position they were located m the other Memory 
Chamber. An iron sarcophagus sat next to them. 


Peering into the sarcophagus, I saw the dim 
unfocused eyes of Sirrus stanng back out at me. I 
jumped back involuntarily before steeling my 
nerves and taking a closer look. I could discern no 
movement in Sinus’s face. His pupils did not 
respond to light by dilating, and he was either not 
breathing, or his breathing was too shallow to fog 
up the glass window. 

What could this mean? Several hoses ran from 
the sarcophagus to large tanks outside of it— was this 
a sort of life-preserving device? Had this equipment 
failed him, killing him after he locked himself inside 
of It? I had no answers, but I took some relief in 
knowing that Sirrus was no longer a threat. 

I reached the top of the stairs and found 
Yeesha strapped to a chair in the middle of a room 
filled with mechanical equipment of every 
descnption. She heard me enter before she saw me, 
calling me “Achenar” before she looked up and 
realized her mistake. She begged me to pull a lever 
m the center of the room to free her. 



Sirm, 



Yeciha mi ifnpped down in n chnir, if!!! nlive. 
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Achenar hnf in dnimet^ fhaf Yeeihn wm ncfmillij Sirm- 


I ran to the control panel and saw two levers, a 
silver one and an amber one. Yeesha said that 
Achenar had used the silver one to lode her into 
the chair. I was ]ust about to pull the lever when 
Achenar burst into the room with a crossbow and 
the life stone artifact and told me to stop. I 
stepped back from the control panel as Achenar 
made an incredible claim— Sinus had stolen Yeesha’s 
memones and implanted his own m her, effectively 
taking control of her body. 


Yeesha cned that Achenar was lying, that he 
had killed Sirrus and meant to kill the rest of their 
family. The fact that he removed the life stone and jeopardized the health of the Memory Chamber was 
evidence that Achenar was still a killer. 


At this, Achenar stopped cold, put his crossbow away, and calmed his voice. He reminded me that he 
had only taken the life stone m order to stop Sirrus, and that I had to pull the amber lever m front of me to 
begin the process of giving Yeesha her memones back. 



/ 


I looked down at the levers and had to make a 
choice— did I pull the silver lever as Yeesha asked, 
or did I listen to Achenar and pull the amber one? 
For me, it was not a choice at all. Achenar’s tale 
might be far-fetched, but I had seen the evidence of 
his redemption on Haven. My exploration of Spire 
only showed me that Sirrus had grown more 
proficient at concealing his malice. I pulled the 
amber lever. 


Two leven-Yeeihn'i wm diver; Achennri wn nwkr. 


Serenia llPsLrt Two 



It was the nght choice. “My perfomiance was 
perfect,” said Sirrus through Yeesha’s lips. He then 
leaned his head hack to stare up at the ceiling. I 
recognized it as the technique I had used to begin 
my dreaming in the other Memory Chamber— Sirrus 
was trying to escape through the Dream World. 



"Yee'tha" iimd up af fhe ceilitui wenHimp. 


As Sirrus leapt into the Dream Realm, the old 
Memory Chamber shuddered, clearly approaching 
Its expiration. Achenar said that he would try to 
use the life stone to keep the Memory Chamber 
going, but I would have to leap into the Dream 
World to save Yeesha’s memories and return them 
to her body. 


The old Memorij Chnmherwn fteiUnfj- 




Wm Sirm acfnaHtj dead fhh fitnel 


I followed Achenar down the stairs, asking him 
what he intended to do. As I passed the 
sarcophagus, I took another look at Sirrus through 
the window and found that his expression had 
changed. His eyes were closed, and the lights from 
the machines that had been keeping the 
sarcophagus running had dimmed, indicating that 
they were no longer active. Was this the end of 
Sirrus? I had no time to find out. 
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Achetifinnmhet^ open fhe prcfecfm md tmerfet^ fhe 

I'rfe ifom info fhe head 


haf m fhe chair ati^ dared af fhe maik'i ecjey 


I found Achenar locked in the room built around the old Memory Chamber’s heart, he had broken off 
the door handle so that 1 could not follow. Telling me to go and rescue Yeesha, he smashed the protective 
glass dome that kept the toxic vapors from filling the chamber and placed the life stone m the center of the 
heart. Noxious green vapors filled 
the room, hiding Achenar from 
my sight. 

1 ran back up the stairs and 
sat in the empty chair behind the 
silver and amber levers. Looking 
up at the eyeholes of the stone 
mask above me, 1 felt myself 
slipping away into the dream 
world. 



A 


Serenia //Part Two 


What If the Stranger Hadn^t Trusted Achenar? 


j Many people have speculated about what might have happened 200 years ago had the stranger chosen 
I not to trust in Achenar’s redemption. If the stranger had pulled the silver lever, as Yeesha urged, 
would the girl have jumped free of her restraints and caused some mishap that might have killed both 
Achenar and the stranger? 



I 

I 

I 

1 

\ 



fhh hm hirfiyened with fhe won^ choice? 

Or suppose the stranger waited too long in 
making the decision. Might Achenar have grown 
too impatient and rushed forward to pull the 
amber lever himself, thus allowing Yeesha to 
somehow gain the upper hand and kill him even as 
he was moving? 


Thankfully, we’ll never find out. 


V 



The ijjinffjMide once nejnin (j reefed we md offered nmfmce. 


Rescuing Yeesha 

As soon as I amved in the Dream Realm, my spirit 
guide again appeared and said that it would do 
whatever was within its power to help me rescue 
Yeesha. It explained that Yeesha was unable to 
return to her body because the connection between 
mind and body had been severed prematurely by 
unknown means. 
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Yeeih^i liream iclf, heUa^jrUve bij Si rm’i 


The spint guide brought me to Yeesha’s dream 
self, which looked as if it was being fed upon by a 
huge insect. The spurt guide complained that the 
“insect” was Sinus’s dream self and that it had 
ensnared Yeesha with strong bonds of memones 
that they both shared. If I could put straight the 
memones that Sinus had used to bind his sister, I 
might be able to disentangle Yeesha from him and 
bnng her memones back to her body. 


To do this, I appeared m a representation of 
Yeesha’s memory. Five objects floated in space with 
ten icons supenmposed upon them. Touching an 
icon played a snippet of conversation between 
Yeesha and Sirrus. All of the icons put together m 
the nght order compnsed the entire conversation. 

I eventually realized that I had to place all of 
the icons m chronological order on the objects 
being discussed m those particular parts of the 
conversation. This was not easy, as I had to take all 
of an object’s icons at once and automatically 
dropped the top icon on each object that 1 passed. 

I found that the easiest way to accomplish my goal was to start with the object that would eventually 
have the most icons, clear all of the icons off of it, then move its icons onto it m chronological order. From 
there, I proceeded to the object that should wind up with the next greatest number of icons, and so on. 

The conversation 1 had to restructure was the one m which Sirrus convinced Yeesha to talk Atrus into 
giving him the <l>nara<I> chess set. As 1 placed all of the fragments m the proper order on the object being 
discussed, the sky lit up behind the object, and I did my best to leave the icons untouched. 1 arranged all of 
the icons on their respective objects so that the conversation went as follows: 




I fo place fhe memcria erf a cotmnafm in order on fhe objech 

beinij dhcmnci. 







Yeesha: “Daddy’s really good at chess.” 

Yeesha: “You should play him.” 

Sirrus: “I’d like to, sis, but I don’t have a chess set.” 



Spirit (jaide ficjarine 


Yeesha: “You could make one, just like you made my 
spirit guide. ” 

Sirrus: “I could, but it’s really hard to carve figurines 
that small. ” 

Sirrus: “They break so easily.” 




Linklnij Book 


Unkitiij ch striker door 


Yeesha: “I’ll tell them to when I link home.” 


Sirrus: “Right, and 1 suppose you’ll tell them to make it 
out of the same rock as this chamberl” 

Sirrus: “That way, I’ll never he able to break it. ” 



Sirrus: “See this globe, little sister?” 

Sirrus: “See how round and smooth and empty it is?” 


Once I finished the first puzzle, I could feel 
Sinus’s gnp on Yeesha starting to slip. I had to 
solve another puzzle to break his hold completely. I 
did so by rearranging Sinus’s boastful speech in the 
old Memory Chamber atop the image of the 
memory globe in the workshop laboratory. 



lAcmorij rjlok 


178 ' 








Vtihchoolhok 


Sinus: “When I turn this switch, the chair you’re 
sitting in will activate.” 

Sirrus: “Lights will go on. ” 

Sirrus: “And everything that’s you will be sucked out 
of your body. ” 

Sirrus: “Leaving behind the pefect disguise for me to 
step into.” 


Sirrus: “Father and mother will teach you 
the Art.” 

Sirrus: “Never knowing it’s really rm who’s 
doing the learning. ” 

Sirrus: “Of course, I’ll kill them as soon as I know 
how to write Ages.” 



Sirrus: “Then I’ll put my new memories back in my 
body, and no one will be able to stop me.” 


Sarcophufim 
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Strm hifhh hold on Yeciha. 


As the final icon was placed into position in 
the second group of memones, Sinus’s dream self 
lost Its gnp on Yeesha’s memones and flew into the 
void, lost for all time and doomed without a spint 
guide. My own spint guide brought me bach out of 
the Dream Realm, assunng me that Yeesha would 
return to her body immediately. 


, Memory Swap or Good, Old-Fashioned Brainwashing? 

The stranger’s account of events inside Serenia’s dying Memory Chamber has left some skeptics 
shaking their heads. Did Sirrus really succeed in transplanting his consciousness into Yeesha’s body? 

I And could he have succeeded in reversing the process once Atrus finished teaching “Yeesha” the Art? 

I Some people are inclined to say no. All Sirrus succeeded in doing, these skeptics say, was to 
brainwash a terrified little girl into thinking she was no longer herself. Had Yeesha returned to 
Tomahna in this state, Atrus might have continued to teach her'the Art, but the knowledge gained 
would not have carried over to Sirrus if and when a reverse transfer took place. It just isn’t possible. 

But if this is true, then what really happened when the stranger traveled to Dream a second time 
and succeeded in freeing Yeesha’s memories? Yeesha’s own account indicates that the conversations 
between her and Sirrus, which the stranger unraveled in Dream, really did take place 
<l>verbatim<l>. So if a memory swap didn’t occur, how was the stranger able to recount these 
conversations, which no one but Sirrus and Yeesha had witnessed? 

Sirrus was most definitely mad — of that there can be no doubt. But be also exhibited signs of 
■ sheer genius during his lifetime. So perhaps the question we should be asking here is this: which 
version of the truth can <l>you<l> accept? 



Endings and Beginnings 

I practically leapt up from my chair as soon as 1 
returned to the wahing world. As I did, I saw 
Achenar leaning over the unconscious Yeesha, 
coughing. He explained that the only way to 
restore enough life to the old Memory Chamber 
for me to complete the transfer of Yeesha’s 
memories was to insert the life stone directly into 
the heart of the shnne. Doing so released the toxic 
fumes that were now killing him. 



I me from the chnirfo find Achawrmd Yecihie. 


1 

^ 4 
1 

1 

Yeeihii moke. 

,1 

*1 

'A J 

C V H 


Afrm remttiM me fhaf everej etu^ttiei h a ho a hefjtmmf 


Yeesha awoke just in time for her brother to 
tell her that everything was going to be okay. His 
last words hung in the air as Achenar laid his head 
in Yeesha’s lap and quietly passed from this world. 

With Achenar and Sirrus dead and Yeesha safe, 
It was only a matter of returning to Tomahna and 
bringing Atrus with me to handle the arrangements 
for his sons and daughter. 

Later, after Yeesha had left Tomahna with her 
mother, Atrus and 1 shared a quiet moment. He 
thanked me for my help, noting with a weary smile 
that he always seemed to be thanking me. As 
gneved as he was by the death of his sons— 
desorbing the sensation as a door closing inside 
him forever— he was in a way relieved that this sad 
chapter had finally come to a close. But as Atrus 
himself reminded me, endings are also beginnings, 
and a sad ending creates great hope for the next 
beginning. 






I left- nuf friette! fo hh fhomjhfy 


Our conversation at an end, I quietly took my 
leave of Tomahna. Atrus, Catherine, and Yeesha 
would need time to heal their wounds, but those 
wounds would heal, and their gnef would pass. As 
Atrus said, endings and beginnings are one and the 
same, and the future remained unwritten. 



Journals 

// 


Dunng my ]oumey, I copied the text of each journal I found into my own travel journal. I found that the 
journals often contained hints and clues for challenges I’d soon face, even if the wnters themselves did not 
mean to offer assistance. 


Tomahna Journals 


Atrus’s Laboratory Journal 



I found this journal at the beginning of my latest 
adventure with Atrus and his family. It was in a 
drawer near the crystal tuner calibration machine m 
his laboratory. 


^7^- /A I am almij'i wrpmcd htj hcwfjccd iffcch fc nfarn hcmc offer otn crfmtjjoarnajy In the datj, heafihimmen efffhe 
clfff, fafhitu] me !ti amxpecfecf mrmfh- At tilejhfejetifle freezes ifirfhe lake, and I crffeti hear Catherine vnejinej to Yeeiha. The 
wand erf their voice', filh me wifhwch /oij. I find mfeffmnderini^ whij I ever left. 

Perhaps lam more aware cefthh toniijht havinij ',pentw mach time alone in Rime. The trip wa', anavoidahte. It ha', keen weeh 
dnee I viewed Sirm andAchenari PriwnAjje% and I needed to he amred erf their ',ofetef. The Crcjdal Viewer did not dow mach, w 
Iheijan comiderinij howl miijht improve it lam nowfairlij certain I can achieve a tiijhter imaije if I redevt^n the mechanhm ihetf. 

I have cjet to tell Catherine eefthew planv Ido not whh to raiw herhope^ prematarelcj. 
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^1^-22. Affcrfar too hncfa vhif w'rfh tmf futnihj, I hm rdurmd to Rime to cotiddd- prelimimenf fcify The friijid femper- 
lefuro in fhh Aeje nre vifnl for the crij^fnh fo function, tjcflfind if incremincjlij ctifficnlf to work in the cold. Perhnpi I enn find a 
wmj fo mnhfe extreme fempernfnrei imide the viewer iheff, w flmfjcnn imtnllifin Tonmhnn when rendij. 

^7 JO- 1 Tonicjhfhefmde experimenfnfion fora fewhoan fo watch the fiijhfi ifkminate Rime'i ikf Their heaafij ha<> not 
dimmed vneefinf haw them. I coafd noffaHij enjoij the ihow, however, for if pat me in mind cfSirm andAchenar, and the 
months we ipenf here condraefim^ the fowerv Soon, what had ken a happej memorcj for me wai mired in reijrefy 

I doubt I wifi ever know what earned nuj iom fo become io fjreedcj. I onhj know that when fhetj looked at the Ai^e', described in 
mif Hbranj-fanfadic worldi one coaid travel fo eadhf, dmphf bij foachimj a Booki Unkimj panehfheij <>aw onhf dreams erf wealth 
and power Theij devhed a plan. An evU plan. When mij back wai famed, fheij linked fo mijAfi, ptandered, and deifrotjed them. 

I know Sirrai and Achenar mad paij a price for fheie crimei, ijef if brinf me no /oij fo piefare them dranded on the hvo 
aninhabifed Ajei I wrote fo protect nuj librarij from thievey I onh^ hope that nuj iom will iomedatj reject their wicked tjearniniji 
and find if in their hearh fo reform. 

21- JO -22 After experimenfinij with ievera! Ijaidijaiei, Jhavefoand a preaare variable that ihoald allow the Crifdal Viewer 
fo fanefion in Tomahna. Tomorrow I link to Rekeihahn to enlid help from the jalld erf Mach Inlih. 

2K- J- JO Catherine wai anaiaaHif iabdaed when I ihowed her the new blaeprinh. She fradi that the viewer will work, bat 
wiihei we coaid vkif oar iom in penon. Iwoald like fhafai well, bafanfUlam convinced erf remone I cannot rhk their eicapinf 

2^-Al I wai fairj certain the evaporator coih woaldwork and indeed, I wai able to achieve a blarrtj imaije erf Spire within the 
new viewer'i blank book. Unfortanatelcj, a more powerfa! iapprenorii needed to dablllze the imaije. 

jalldmaderAndritai ia/ji^eded that I Indall ievera! cjeodei imide the roejerfthe Obiervatorij, then an an antenna to focai 
them. Thii ihoald ampUfcj the ckanfre/paenccj enoaijhio that the Crcjdal Viewer can work. 

-2 2 Saccea! Not onj wai I able to view both Spire and -Raven, batlaho iaw nu] laboraton^ on Rime ^aite dearj. The 
enjita! code for Rime wai d iff i calf to remember, havimj not had mach reaion to aie it previoadij. / mad make a fall Hd erf codei 
ioon, bat for now I will keep Rime'i chie athand. 

2K- JO -2 I alwaiji knew mif iom had ijreat potential, bat todaif hawiomethinej that trahj amazed me. Sirrai h harneninij 
electricitij! At had, thath whatl aaame, forthe viewer caaijht a brief ijUmpie ejiomethinfj I have never before ieen in hii A^e. It 
had to be a manmade condraction! 


Journals 



A bunt cf interference (te^fnlyilized the inun^e before I conid ^fndcj the device propericj, bnfih exhfence erffen proerffhnf nf iend 
one of nuj wm h nmkinij the nioifofhh confine went rnfherfiMn miiowinij in deipnir 

JO- 15 The interference effect ii cnriony It km dhrnpted nuj viewincj erfArjei on more than one occmon- Aithoncjh I fint 
mnmed it to be n probiem with the jeodei, I now beiieve it to be wbwnic in orii^in- 1 think the roerfnntennn h pickimj up wm 
finctnntiom emitted bcj one or more Aj^ey Ifthh h true, I miijht be nbie to me thefinctnntiom to henrwhnth occnrrim^ in nnAi^e. 
hhesiihm to think on thh carefniit]. 

^^-4-2:^ Ithm been an excitimj two weeky Catherine, Yeeiha, and I have Jmt retarnedfrom Reieeihahn where hpent mod erf 
mtj time in convenatiom with variom /jaiidmaden. 

lam now convinced that the dape and coior erf the crijdah ejm them individaai rewnance dejnatarei. Fy combinincj the 
rewnance^ erf five crcjdak toijether, Jean dhcovera ijtobat pattern erfemhdom-a mnd dejnatare, a', itwere-thath aniepae to the 
Af beincj viewed. TjaiidmaderAndritm amted me in drawinc] ap piam fora fiitration panei that wiii enabie the antenna to hone 
in on whatever wave factaatiom I want. Itmiip wiii be abie to iiden in on anAepe! 

Tomorrow I beepin baiidimp the panei. I have decided to me Rime a', ih preset confieparation, dnee thath the Ape which frd 
enabied me to condract a Crpdai Viewer. 

225-21 The panei h finhhed. I am too tired to ted it tonipht 

100-1-2 Catherine tried to hide it bat the mndi we heard cominp from Achenar'i Prhon Ape nearip broapht her to teary 
Once apainihad to reamre her erf hh ^afefp, and erf the condractiom I have witnewd thatwppedhe h adaptinp to hh 
environment Mp wordi eventaaiip convinced her, bat I know de ionpi for more wbdantive proof. Ifeanhe map take matten into 
her own handi won. 

I mad confer, L too, ionp for more information than the viewer h carrentip providinp. Tomorrow hhaii iink to Rime. I have an 
idea for an attachmentmomethinp akin to a "movinp epe"-that wiii aiiow me to chanpe poinh of view white minp the Crpdai 
Viewer. If it worky I map finaiip be abie to we ifmp wm have reformed. 



primagames.com ^ 


V 



Atrus’s Commentary on Spire 

I This was one of two books of commentary found 
m hidden panels m a desk m Atrus and Catherine’s 
bedroom. 

Spire, I hm called d. For f hath the Imaeje I kept in mind ml wrote the Book that would link here. A mrinij, rock-and-cri^dal 
ipire rhim^ oaf erf deme chadr like the wafchfowererfwme i^em-dadded cmfk. Now that lam here, and am explorimj the Acje in 
penon, I find if to be exacfhj « I envhioned. Beaafifal, tjefw vercj deceptive. 

From the fowerformafion apon which I dt an ocean erfchadi rpreadi oaf below me. Roai^h done ifepi defend toward them, 
endimj at an empfej terrace area. Created over centariei bej the erodve power erf wind, the^e depr are ^o evenlcj matched that I almost 
believed thecj were manmade. Yet how coaid theej be? For Spire ha^ never had ancj inhabitanh. 

Stepi are not the onhj example of how the llladon I roacjht to create in thh Af holdi trae. Shorthj after Unking here, I walked 
throaijh mame archwacj^ erf done, mrchimj fora view beneath the doadx Ar I walked, I fellas if the cjhenh of a pad civilization 
walked with me. Thh feelincj wa^ onlcj enhanced btj the beaafifal harmonic mndi heard everijwherej went I woald have liked to 
determine the mrce erf then mndi, dmplcj for nuj own edification, bat other concerm mad take precedence. 

Flavine] foand the flora caverm and amred mejrelf erf Spires ablliti] to wpporthaman life, lam atladreadi] to leave. I even 
feel more comfortable with mi] dechion to aie thh Y\e]e ai a prim world if I mad Yeti am iad to leave it too. There h dUho machl 
coaid team aboat the Art dmph] bi] ipendiw] more time here and comparini] the Aje with mi] orie]inal intentions for it 
Utrfortanateh], once T link awai]-droppini] mi] Mftbook into the chads as T kave-T know! will never be back. 

And I trail] mastjo. For T still have another Prison Af to investigate. 



:i86' 
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Atrus’s Commentary on Haven 



This was the other book of commentary hidden m 
the desk m Atrus and Catherine’s bedroom. 


"Never k (^hconral^e(^ bej a mhfake, Afrn% " mej ljmn(^mofherAtmle to wy. "Strive to learn from it imtead, and ejoa will 

achieve threat thim^y " 

Todacj on -Haven, hawmcj i^randmotheri word^ become tmth. The broken ^hip mended into the caanwacj nearklaveni 
coadUne h exactlej what Td hoped it would be: a prom he erf intriijae and adventure w palatable, it made mcj own heart race with 
excitement to ne it Ithoacjht of how mach fan the boiji Td met in Stoneihip Af-Emmit Branch, and Wilkwoald have had 
placjini^ in it and almost whhed I coaid brim^ their children here to do w- 

Bat-Haven mad remain erff-Hmih to all, if ith to become the prhon world I wrote it to be. 

Mcj wk foracj to the Ajje ha^ proved it to be capable ofiapportin/f ham an life, thoai^h erfcoane none exhh there at thh time. 
Mach erfHaveni interior h comprhed of a den^, tropica! rainfored which h obvioadcj teemim^ with beady I ww meral a<> / 
explored, thoai^h thecj awallcj kept their dida nee. 

A few of the frait-eaten did dare at me carioadcj « I made mcj wacj ander their nedy No doabt, havim^ never encoantered a 
ha man beinij before, theej did not think to fear me. Theej mii^ht even have wmmoned the coarai^e to become friendy had I daejed 
there ancj hnijer 

Aki I coaid not for the weicjhtofari^encij wai apon me. Havincj convinced mijielfofthe need to protect mij Mijdlibranj 
doatd wme overlcj tjreedcj explorer dambk onto it I felt it necemrej to link home verej cpaicklf Takimj onlej a few brief minate^ to 
watch the wn nt over Haven •> fredwater lake, I warn oat to the middle and linked awacj. 

Bcj now, the Linkinij Book land will have wnk anderwaterand been dedroejed. ConHcpaentlcj, there remaim bat one tad to 
fnkh before lean deep. I mad write two additional Unkinij Booh toniijhHone for Haven, and one for Spire, mij other Prhon 
AjjeHhen place them on dhplaij in the librarij. hhall aho have to warn Sirrm andAchenar to daij awaij from them. Amd tell 
Catherine, erfeoane, when all h finhhed. 

■ ~ . gr= 3M=»i=— — C—— 
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Yeesha’s Journal 



Motidnij 

I ijoffhh hook PW tjm if to me. Tm fjoimj fo wife in ifeverij nifjhf 
Tneidmj 

In fhe momini], we worked on lone] divkion. Affer dinner, J made a pazzfe. Mom ^ me ifaefed fhe Fan Ckb and looked afdan. 


Ididnfdo mack. 


Sandaij 


We vhifed mej hroffterfodaej. Fie had a fjijfforme hafVad made me cjo home before I coaid w if I fell had. Dad falked fo me 
lafer E( ^aid if wai Jmf honei iojihoaldnf he %ared. I wamf came J don f fhink Achenar meanf if fo he had. Fie looked w ^ad 
when we I eff. 


If wai hof hpenf fhe whole daej hcj fhe wafer. 





PW took me to a reallej nenf phce fofhiei. Jf', Se renin nnd the people there nre woo nice. Theej neverfori^ef ^fnffcmw iffheej 

(to, their Memorij Cheemherrememhen itforthem. Iwentinvde ^ small the memorij (jlohes heenejincj from the ceilincjjmtlike 
Sirm s(ci(t I won! (t! 


Mondmj 

Mom said it's too soon to (jo hack to Serenia. Tve keen thinkincj thoaejh ^ I dont know if I want mej memories pat inside a (jlohe 
when Tm dead. What if I need them? 

Tharsdaij 

I totd both Sirras and Achenar aboatthe Fan Clab. Thecj wanttojoin. 

Wednesdaij 

Dad finallcj said we coaid (^o seeAncfa tomorrow. She takes care of the Memorif Chamber. She's one of its Protectors. On!(f women 
can be Protectors. Men stacj in the villacje ^ do other hard staff, like fixim^ roofs. 

Tharsdaij 

I saw the coolest creatare on Serenia todacj. It was made of water bat when it saw me lookinij it i^ot shcj and fell apart. Pad said it 
mast have been a fish /ampim^ caase he didntsee it Mom believed me thoai^h. 


Anija told me her people pat their memories in ejhbes so their families can visit them in the Dream World. She said I coaid visit the 
Dream World too, bat Id have to learn how PLUS I need a spirit i^aide. Macjbelcan i^et one next time we visit 

Sandaij 

I (jot the bestcj'rftof all 

time toda(j~a spirit i^aide statae! Sirras carved it for me himself. It looks kindafanncf batiks caase he never saw one. Fie fast went 
with what I told him. Fie knows exacthj what (faestions to ask and he listens better than anijone. 


Before sapperDad ^ me champed the lock on mcj bookshelf. I said since I m learnini^ D'ni I coaid chancje the covers and ase everejone's 
names instead. I wont fon^et who's older than who, either. Pe said itreallej reallej had to be the reallej last time bathe was (jiad. 


(I80l 




Thunfipnf 

We d'Mfdo much huf fomcrravldarl-learnlnij how fc dream on Seren'm. rllprchahlcj be foe My fo wife in fhh Journal for 
monfhd! 


Sandaij 


Anifa (jave me a special necklace fodatj! Tf^ realhj cjood at pickinij ap memoriey She iome fhincji are beffer at holdimj them 

than ofhen ^ fhafonhj the modpoiverfal memories ejetihown. I touched ifai won ai Iijofhome and if worked! I cant wad fo 
ihowall mijfriendi. 


Atrus’s Study Journal 



1041- J4 Thefinf time I placed mij hand onSereniai Unkinij panell remember fhlnkinij, "Thh Acje will be anilke anijlhave 
Joarnecjed fo w far "And if way 

The ‘>kif wai erhp and dear The riven and waferfalh sparkled like diamondy Even the worn pafh^ fhreadimj fhroaijh canopies 
of done took mif breath awaij. T met a cjroap erf women who fold me fheij had been expedincj me, and ai we talked late info the 
even in fheej did wem to know a lot about me. Yet the more fhet^ explained wht^, the more imponible their dorm wemed. 

Qrfeoane, Catherinei Aejei have alwaiji dmek me ai imponible. Whtj ihoald fhh one have been antj different? 

One of the dorm the Profedon fold me (for that h what fheij called fhemiehei) movei me to fhh daij. Manij Hfefinm aijo, a 
child from the vlllaije confraded a fever and died. -Ilh parenfi-who had loved him ven^ nmh-dedded fo ban^ him andera 
waterfall and built a balloon to fake him there. The parenh ' cjriefwai io droncj, however, that when fheej landed their balloon fheej 
coddonhj carrej the child a ihortwacj. So fheej id him down bedde a i^lanfflower and dept. 
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All the mofhen fei^n timnfoppec^ fhwitif Evcntdi^IIij fheij mk fhrodijh the (jromd i^tid hfhec^ the flomn mh 
Moved kej the fean, the fewer fold the parents to carrej their child info her phfij. She would prenrve hh memorh w fhecj could vhif 
him whenever fhecj whhed. Then the fewer pmed one erf the fenn hack fhromjh her rooh fnrnim^ if info n container to hold 
memories and the father dove anderwaferfo collect if And fhafh how the Memorcj Chamfer fnf dhplacjed her powerfo the 
Sereniam. 

Having read Catherine^ deicripfive Book, I realize that the plant the Protectory called the "Memorcj Chamfer" h fat the faitimj 
fodif of a mayyivefamjay. Like anif famjay, it reajcley dead orejanic material into natrienty-in thiy caye, filed' memonj cjhfey. Since 
Yeeyha hay recenticj ayked to yee Serenia, I will yhare thiy explanation with her-ay Ididherfrothery when theej were heraije. Yeti 
cannot help thinkincj that mij ycientife anderytandincj of Serenia paky in compariyon to the Protectory yimpk tale. 

1 041- 15 I had notfalltj realized how mantj tjeary have payyed yince I viyited thiy Arje, yo when I ytepped oat of the Unkincj cave 
with Yeeyha I way pleayed to yee onicj a little hay chamjed. A new i^roap of women have replaced the Protectory I knew, fat theej yeem 
to fe ay friendhj ay the firyt Yeeyha took an immediate Hkinij to one called Aouja, and ay we made plany to ypend more time here in 
the fata re, I felt confdent oar relationyhip with theye women will fe mataallcj fenefeia! 


I04.TII After an afyence ofyevera! weeky, we retarned to Serenia laytnii^ht Catherine a/jreed to accompancj ay, yo we will ytacj for 
a week or more. 

Thiy mornim^, I took advantai^e ofCatherine'y preyence to re-exphre alone. Mif roate yoon took me feejond Serenia'y carrent 
Memorcj Chamfer to the old abandoned flower which had yerved the viHaije centariey aijo. 

The manmade edifee yarroandimj the Chamfer looked mach the yame ay I remembered, afhoaijh the flower ityelf way in a far 
worye ytate erfdecaij. I tried openimj the door to explore inyide fatfoand it locked. Jaytay well Thirtej ejeary ai^o, the Protectory told 
me how the delicate inner heart (f the Chamfer emity a ytrom^fraijrance ay partefifyreprodactiveccjcle. Thedoyerthe Chamfer 
ijety to mataration, the more toxic thiy i^ay fecomey-forcinij the Protectory to find a new flower for their aye. No doaft the collected 
famey inyide the orii^inal Chamferwoald have made it impoyyifkfor me to yarvive there vercj ton f 

1053.10 Catherine yaejy I yhoald have yeen it comincj, fat thiy morninci Yeeyha ayked permiyyion to meetSerenia'y Anceytory. "I 
tried to explain that the place the Protectory caUVream iy not real (how can it fell), fatyhe inyiyty onfndimj oatforheryelf. So 
what am I to dol 

I yappoye it will do no harm to kt her trcj. From what An cja told me, it yhoald take yevera! monthy for Yeeyha to learn how to 
dream. And it hay certainlcj been awhile yince I have had enoai^h fee time to concentrate on the Crcjyta! Viewer'y attachment 
Keepincj mif in^aiyitive daaejhteroccapied maij end ap feimj beneficial for ay all 


1 05 10 1 cpittmf hclkvc how^ulcklif time fowtt-fochxij wc ended n ceremomf on Serenin 

celel^rnfinij Vee^lid<> mndenj of their endomy I mndndmit nlfhonijh mif donhh nhonffheVrenm 
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Rei^hn remln, ^eeinij nuj pnele ® receive(^ fk Profecfon mckkce if iilheem 

worffnvkk. 


J05i7-2. Ymha idid iotnefhinij ifrcwijc darimj ourwrifimj hm foddij. She fhomjhfifivm >W fhdf Cdfhcrim rarchf wrifci 
dtit^more, and mhd rfwe ihoald explain fhafjnf became someone dm ecfferyhlflncj anAi^e doein'fmean fheAi^el wnferh 
reipomihle. 

I knew imwediafehj ike wai falkini] aboafnuj ijrandwofher. Yef Catherine and I have neverfaHij de%ribed Anna! deafhmo 
howihe knewfhh information h a mijderij. When lacked, ^he iaid her necklace had 'laid wmethinij" while ihe wai holdinij Anna'i 
picture. 

The anwerwai completehj amatixfactorij, ijetl mmtadmit Yeeiha hai dhplaijed an ancanntj knowledije of thincji ihe never 
witnei^d ever dnee receivimj the Protector'^ rjift. I woald like to examine thh necklace more clo<,elij. Bat at fhe moment the dtaation 
with Si rrm and Achenar take', precedence. 

Perhaps after nuj friend leaver m tomorrow. . . 


Catherine’s Journal 



Although I did not find this journal until late in 
my adventure, I believe that it was probably there 
all along. It was located in a drawer in Cathenne’s 
study. 


I linked to Haven t^ederdacj. The mellerflh beach washed over me hncj before nuj vhlon cleared. 

With the veil erf haze dowhj Hftinc] from mij fyo, I forced mijielfto breathe venj deephj. I had not told Atrm I wm doinij thh. 
He woald have anjaed with me, and told me attain howdanejerom Ith to vhitthe PrhonAcjei before Tomahnai Unkincj chamber h 
ballt Bat condraction take', time, and I coaid no Ioniser wad for him. 


The vijhf cffhe shipwreck out erf the m filed me with unexpeeded dread. Cfcoane Id known if would he there: Id wn if 

connfhi fimei inAfrm viewer BnUeeim^ if for real fhroae^h danfed mefal han made me realize exaedlej whaf wed done. I 
imaejined the wordi mif wn woald throw at me, and coaraeje drained awaij like wmmer wine. I did not fnj to dejnal him. 

I feel nofhlmj hat namhne^^ now. Ifwa^ mej idea to Write the chamfers into exhtence~to lend the Art w that a ware room 
miejhthe ’imerted’ in each A^e, with wlid walk no force of man miijht break. Onhj then coaid we rhkvivtinij oar wm, andleavini^ 
a Tomahna Linkin/f Book behind m when we left. 

It took me months to convince Aetrai thh coaid work. Bat now that the chamben exkt and I wilhpeak to mijwm forthefint 
time in ijean, Jfnd mijielfnotknowincj what to iaij. How will I explain oar decivon to leave them priwnenl If hardship and 
holation have notcaand them to repent, a^ wa', oar hope, whatword^ wilhoothe the amjerin their mkl 


Weeh have pawd, and dill I have notfoand the coarae^e to link ae^ain. Perhaps ith jad a', well; Atra', wa', notpleand when he 
learned what I had done. He beijijed me to have more patience, then pat extra premre on the Ijaild erfStonemam^ to fnhh. Todacj 
thecj informed w that Tomahnai chamber will be readcj in two dacjy Had we been able to an the Art to create if a^ we did with the 
one^ in the Prhon Aije% it woald have alreadej been finhhed. Bat thim^i alwacj^ take lonijer to baild when cjoa mad do it bej hand. 

NowAtrai h lookimj forward to havim^ oar bedroom back, hhoald be too, bat I keep wonderimj how I will be able to deep 
there, knowimj oar > arejad a watt awaej. / worrej how the fit act when theej ijreet a% how different theej wilt be from the 

laaejhinij bocj^ I remember plafni^ with tocj boah in Mcjdi reflection pool Thecj were happej then; we all were happcj. Anna wa', dill 
with a',, and the hve we dared « a familcj knew no boandy 

Then Anna died. 


And oarcozcj world an raveled. 

To deal with the lo» erfhh ejrandmother, Atrai baried himnlfln work, ipendinij ten and ten time with oanom. Ateii^ht ijean 
old. Sirrah mad have nen thh a', rejection, bat even then hh pride wa', too well-formed to kt it dow And » for Achenar~Hed never 
known how to appropriate^ channel hh emotion',. 

Ido notexcme the crimes committed. Sirm and Achenardattered w manijlm, infarwone waiji thanA^nai death 
dattered oan. Iti for thh ream that I have dood bijAtrad dechion, and teftmij wm imprhoned alltheie ijean. Bat I cannot 
e%ape mcj own calpabilitcj in thh. For when Sirrah and Achenar needed me ment I wa', too conwmed bcj wrrow to ne. 


lam beincj torn in two. 

lam trapped between a motheri hve for her children, and a womani locjaltcj to herhadand. 

I dont know if I can 

Ith io hard! I watch Atm and Achenar trjnij to commanicate, and itfeeh tike knife blades rippini^ throaijh mij heart. Theij 
dont know how to relate to each other. Achenanpeah onhj fom emotion',, and Atm fean hei made hh m a maije. Onhj mij 
presence keepi thinf fom fajnf ^ 
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Ifi emier with Sirm; fheij ihi^re pi love of idem ■ And Sirm > willinejnea fo dhena ndynneewenh he'i mode iejnlfa a dmikr 
exdfemenf in Aim. Yet even then, Atm doein'fklieve. -Idei nmvillinp] to fmt kamic he know ivhnfmomfen l^heij hfiye ken. 

I mmf find n mij to mohe fhiy 

I nmfhnnk fhrcnpjh Aimki donhh and ijef him fo iee what he cm not 


If'i been pi lone] time dnee Ive wriffen in fhh Journnl. Ifhonpjhf perhpipi I hod loyf if but while npoffinpj pfmh in nuj ifndij, I found 
if behind one off he incnbnfory If nmf have fallen fhere when Afm reconfh^nred fhe t^enerafor. 

No WPiffer. I have if now. 

Yeeiha mked me fodapj if Afm and I are dill arijainij. She wai ieafed affhe paflo fable, her head bowed over henchoolbooh. 
She wai concenfrafinij io hard on fracinij a Yfaroheyfee, I don f fhink ihe iaw mcj reaefion. We have alwapji been carefa! nof fo 
dhai^ree in fronf of her. hhoald have realized how imiijhffal ihe can be. 

Iwafched mcj daMjhferformimj fhe Vniwordi io carefalkj, and I remembered howeaiPj if had been fo convince Afm fo darf 
feachinpj her fhe Arf. -He never did feach Sirrm orAchenar. He darfed fo-he Wrofe J 'nanin ipecificalhj for fhaf parpoie. Baf pcffer 
awhile he feared fhetj woald abme if io he dopped. 

He'i nof worried wifh Yvoha. He howcariom ihe h aboafUfe, and howfallofwarmfh ihe can be. If'i obviom how mach he 
adorei her. Ay I fhink, do Sirm and Achenar. If fhere h ant^ hope in fhh for all of ay if will be fhroaijh her. 

I madnofleffamihj fendom apiefher. 

Tomorrow I will ipeak fo Afrai aboaf mcj ijolni^ fo Tacj for a few dapjy Perhapi fime awapj will help me i^aln penpeefive and 
dhcover whaf if h I need fo do. 


Spire Journals 


Sirrus’s Garden Journal 

This was the first of two of Sirrus’s journals that I 
discovered on Spire. This one was written shortly after 
his imprisonment began. 




S^S25 Ifappean fkaflkm ^tidemflmafed khti- Idle! tioffhitik ke co^ld k fhh devmy -ke alwntji ialdSpIn ivm 
(^^^mjeron% k meunfih people were vlojenf- Violent and pofenfiallej mophohic-fhe perfeed coniknafion with which to 

orchedmfe a coup. But there are no people here. No pro^perom cwHiiation forme to rale. I ne now how hh Unkimj panel fooled me. 

Conijratalation% Father. 

Thh hand ejoei to ijoa. 

/ I have edahkhed a temporartj encampment near the vecjetal cavern. Thefood I hroacjhtwith me doald lad a month- 
ccfter that I will he forced to ijrowwhatl eat The planh here are neither %ramptioa^ noroverlcj ahandant hat I have taded wera! 
and find the natrition h there. 

Tarnim^ now to the epaedion erfe%ape. I believe there macj cjet he a Mejd Linkim^ Book here. The dmpled wacj for Father to have 
dhpened erf it woald have keen to jamp off the palace a', he toached it There are other wacj^, ofcoane, hat I cannot i/jnore thh poni- 
hititij. I mad at lead attempt to reach the ijroand. 

/ Thh h fadhecomimj anacceptahle. I have did down evertj odditj-daped "windpipe" in thh Aje and have tjet to ne helow 
the wond chad laejer I wa', faidcj certain that at lead three erf the pam/^e^ woald prove mce^d^l, cjet even theej dead -ended indde 
a maijnilicentmled cavern fall erf cn^dak. 

The crcjdah themnlve^ are carioay Somethin/^ a boat their inner matrix make‘> them mceptihk to a haild-ap eefneijative 
char/je^-when I toached one, I received a terrible dock. At the wme time, the faint lii^ht that had been emanatim^ from the crcjdal 
faded, and I heard a verej carioa^ ham which cea^d a^ won a^ the crcjdah change wa', expended. 

I doald like to dadij thew crijdah more thoroacjhhj, and will inditate a plan to mine the cavern extenvvehj. 


FF.1.F Ladnicjht liawHcjhh flickerlncj in wmeerfthe other palace^. Itoccarred to me thatl micjhtnothe alone. What if thh aije 
h like Stoned ip! Father never coaid explain how E mm it and Branch /ad "appeared" there. Fie wid the Art wa^ alwa/^ wrprhim^ 
him. Coaid it he that the liijhh I wwfUckerincj were made h/ other people? 

What I woald f^ive to dhcoverthh h trae. After all thew months crfwHtade, Jad to have another perwn to talk to. . . 
Ahoatthefoatimj rocky 

There h a pho^phorewent tureen mineral rannim^ throai^h mach erf thh A^e which exhihih drom^ diamai^netic propertiey At 
lead, that h the mod workable h/pothed I have devhed that can explain how the roch I we oatvde m/ /garden are able to float 

Thh ha^ jiven me an idea. If Jean captare one erf the lari^erboalden, I doald be able to tarn it into a veyel, and thereby 'diT 
acroy the chad^ to the neared palace. 

The mod difficalt obdack to achievincj thh will be maintainlncj the necemr/ altitade. . . 


t ^ 
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I km ncflctd fkaffkcK rcch flout khjhcrfkan fkc khjhof point on thutpuhce. Forcim^ nitj ^hip to flout lower than Uprefcn will 
tuke wme dolnij- 

KK- JO-2. Fortke puitfewweeh, Ihuve ken wutckinej itornn move tkroufjk tke second cloud luejer Tkeej uppeurui fluikei erf 
licjktimide the drutu. The violence erf then donm doe^ not reuch me in the cjurden- 1 encounter no ruin- Burelej feel the wind- 1 urn 
completehj iufe here, nedkd between luejery 

Ido not know how thh h pendhk- How could Futher huve creuted u world which exhihih io muncj %lentiflc ImpoHhlUtled He 
never did exp! urn how to write un uije- He never tuuijhtAchenur or I the Art- 

I wonder now if hhould huve imhted- 

FI-4- IF The crcjduh I mined from the lower cuvern ure reuHcj i^uite remurkubk- There ieeim to he no limit to the u mount erf 
ekctricitij thetj cun dore- 

Utrfortunutehj, thh muka workinj with them dlfpcult So hni] ui u churrjed crijdul h holuted, the enenjij indde it remuim 
trupped in ih mutrix- But the moment the crijdul even hrudei ucjulnd u rounded object, the dored chunje fhwi ouHpi'oducImj u 
modumuzlnij iomj- hhould like to cupitullze on thh "dnijlnij " ubilltij, if onj ui u pku^unt diverdwn- Itmhjht be nice to heunome 
mudc In then cuverm . . . 

Recjurdh'i, I believe the crijduh cun wive mij rock-ihip problem- Bif ixffixincj them to wme of the floutlnij roch, then cudincj 
them buck Into the doudx hhould be ubk to hurne^i enouijh erf Splre'^ nuturu! ekctrlcltcj to fuel un ekctromucjnet The uttructwe 
force erf the mucjnet, combined with the mu Her mucjnetk feld^ erf the llijhtninij conducton, dould be ubk to lower the dip und cjulde 
It to the neured puluce- 

It h dcfmitej worth un uttempt- 

20- 10-22 Another dorm h brewinij u<> I write thh- 1 cun feel the hulr<> on mej urmi durtincj to rhe- 1 urn utmodcruzed with 
unticiputlon, wultincj to ted the fird conductor Mej i^od, h thh whut Futher felt everej time hh hund hovered ubove the punelofu 
Book hed Jud written? Did he feel thh much excitement ui he dood pohed to kum If hh theories hud worked? Whej did he never 
dure thh with me? 

If he hud, perhupi thlniji could huve been different behveen m , . . 

The fird conductor h Jowlnf Here ejoei noth Inf 

21 - 5-25 NONONONONOIII 

M(f culculutlom were perfect! The dip dould not huve broken free! 

The didunce behveen conductors must be too ijreut I urn fjolni^ to huve to udd more to the sijstem- But If I do, the electro- 
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maijnefic pnH will be too and the ^hip will cmh to the floor. So can I coanferbalance if? Create a wond ekcfroniaijnef in the 

roerferffhe /garden? 

Jam i^oini^ to have to dartbaildini^ attain. And cajdare another rock fora ^hip. Thh nihtake ha^ ^t me hack cjeard 
Bat I am doH- So do^e to reachim^ the neared palace. Amd from there, macjhe, acce^dm^ the i^roand. 

I onhj hope the Unkincj Book dill work. 

Sirrus’s Bomb Factory Journal 


This was the second of two journals written by 
Sirrus and found on Spire. I discovered it in his 
bomb factory near the end of my explorations. It 
was a fairly recent journal. 



J 00 S-2.K Somdhincj ha^ happened. There h a dractare in the ipif( that wai not there nine datji acjo, when hailed off to 
harved more metah. Ih exidence iy . . impowhle. Yeti have dood indde ih foijerand know that it h real . . 

Jam forced to make an inconceivahk dedadion. Somehow, mej father h dill alive. 

Ido not anderdand how thh can he. Rei^ardhy i^iven the dedi^n erf the chamher-and in particalar, d harred dividim^ walTl 
mpect that oar reanion will he teme. 

J00-K3 Fifteen tjeary Still, itii notenoafjhforhim! 

ThhAije wa^ nothim^ when I arrived. Nothin/^ hatfhatim^ roch anddehriy lam the one who made it livahle~and I did w 
without help from anej epaarter If I coaid have foandjad one dmpk penon to amt me... 

Bat no. He doei not want to talk a boat accomplhhmenh. AJ! he wanh to talk ahoat are the Booh. Yei I harned them, Father, 
lamwrnp. Now, can we pat the pad adde and let me oat erf here? 
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JOO-K- 11 Another wdifed evenlmj, plcnjlnij "repenfnnf mmr" In hh linking chnmkr Ido not know whtj I even wenfe nuj time. 
If h ohiodi he will never he convinced. 

But whnf of Mother? Her endh^ hnnd-wrlncjlncj h m nwddenlni^ n ever, cjet there nmt he wme wrujlcan m It Perhaps If I 
phcj upon heri^nllt Create a %nlptnral vh^nette which ^he can iee Imlde their viewer If I choose the appropriate memort^, It should 
convince her that I too, have mcj reijreh. 

J 00-^ -2. 2 Thh h Intolerahlell If he did not Intend to <>et me free, whif create the chamfer In the fint place? To flaant hh all- 
powerful ikIlPl I cjet It Father Realfij, Ido. Evercjthincj I have accomplhhed here pah In companion to what cjoa can do with the 
Art. It h the one power cjoa have that I ihall never defeat No wonder cjoa refand to teach It to me. 

101- 112 I will take thh no hnijer. It h tlmehhowed him iome ofnn/ power Father hellevei hh chamfer to fe Impenetrafle, fat 
he hai forcjotten the vercj lawi he once explained to me: frejaenccj and molecalarvibratlon. 

The crcjitah can do It. If I find the ricjhtfreipaenccj, their ionij can iet off a vibration that will tear throaijh the chamfer on a 
molecalar level Thoie Impenetrable walk will ihatterllke cjlaa. 

No doaft, I will need a i^reatdeal of electricitij to do It I had fetter re-tane the madcal Imtrament. 

101 12 2 I have a ihter?! 

Ido not know what to think. It h iomethlncj I never even comldered. 

I mait not let It affect me. There h too mach work to be done. I need to cjetmore power to the cabh. Balldincj additional 
condacton will take too lonij, fat rfldhmantk park of the rock-ihip network, then rewire the remainder dlrectlcj Into the throne. . . 

I will not be able to iail to dhtant palacei once Ido thh. Bat rfhh chamber h breached, there will be no need. 

1012? -10 It h no aie. He will never teach me the Art. Qaeitlonlnij him a boat It onhj makei him mplcloav Perhapi, with him 
oat of the pictare, lean team It from the P'nl 

102- 4J0 I cannot proceed withoata iampk. I have tried chlpplmj offpkeei from the chamber, ailnij evertj ponlble method 
me the crcjitat, bat mej efforh have all proven fraltka. Flow can I convince him to jive me a piece? Or better jet, a iet of matchinj 
pkeei... 

Thh will re ja! re a verj delicate toach. I wonder If he itillenjoji plajinj. 

103.2.14 So that wai mj dear little ihter. I iee now whj he h io taken with her. She h onij a child and jet. . .Several timei 
darinj oardhcaalon I caajht hentadjlnj me, attempHnj to aicertain what to believe. Flow mach have thej told her, I wonder? 
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Idon ftYcn can. ohiom fhecj vahe hermon than fhecj eYer(^i(^ Achenaran(^ me. 

Verij well then, hhall me eYeti that to mij adYatifaije. 

J03S2.^ Refrerflffltiij erf the oldcnjifal caYerti proceeds on ickedak. Thelma erfmtjlab waianfl^ack, for I camof cotifme 
freipaencej fe^h anfilallfhe caYern walk are remoYed. Baf that explosion ha^ made me Yercj caafioay I woald rather datable oYerfhe 
dan than haYe wHd rock walk explode on fop erf me. 

] 041-2. NO! -He cannot do thh! Whtj h he hrincjincj her Into thh?! 

I will not allow it I will not allow a mere child to haYe that mach power oYer me. -How DARE he ai^ree to teach her the Art!! 

There mmt he a wacj. Some wacj to i^et the knowledi^e from her. Bat howl! 

djo ahead, Father. Fjo ahead and teach her. Tfcjoa imht on fYinij thh power to Yeeda, then Twill make wre cjoa're ah /^wlnij it to me. 
J 05 -5 -2S I haYe foand the fre^aenctj. . . 
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Achenar’s Serenia Journal 



This journal, wntten by Achenar more than 20 
years ago, was hidden by its author in the stone 
forest of Serenia, near a point where two nvers 
crossed. 


Been awhile dnce I had thh mach fan workini^ with mcj dck little brother Uwallcj were at each other! throah hcj now Bat thh time. . . 
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Mnfk fkc fkrlllm bcfkfjd plcfurlnfi Fidker dropped info fkc ckair, kfjfjmfj « ticffodo whafkc KNOWS were i^cmij fc. Vorif 
think mijfhimj Tve done to a primer YET will cowpnre with thnt moment 

Km to hnild the chnirfirdthomjh, which mem fttinc] imide Serenini nbnndoned Memonj Chamber -l-lmmm. Cemt exncthj 
mk forn front door ket^, even ifSirm DTD tell the Protectors we want to studt^ their ritnnh . . . 

Kedjmt bettenjet back from Mechanical Ae^e with those breathim^ kits soon. Otherwise this whole plan is ijoinij nowhere. 

What a hideoashj exhaastincj daij. Spent so mantj hoars working anderwater I think mij skin’s tarned permanenthj blae. Bat at 
least we're fnalh^ INSWE. Sirras wants to pat a lock on oar new back door-asinij one erf his infamoas marble color codes, Em sare- 
bat that's ElIS deal EVE still jot to fiijare oat what to do a boat the fames. 

Majbe'rfE... 

First nijht we wont have toase the breathincj kits. Of coarse, Ell wait for Sirras to takeklES efffrstjastto be sare. Then start 
haalincj in materials. 

Never seen little brother this kecjed ap before. Bat like E told him lastnijht jettinj the chair ap and rannincj is jonna take 
time. 

En theorj, all it has to do is stimalate the oldfancjas Into doincj what It wants to do natarallj: remove a person's memories. Bat 
in orderfor oar ENTIRE plan to work, we have to keep Father's bod j ALEVE before, darincj, and irfterthe process so one cfas can 
ase it later. Em not even sare the fanijas will be able to remove memories from a Hvinj bodj. No matter how mach "persaasion" it jets. 

Decided to let Sirras work on jettinj the chair operational while E start installinj the Tfe tanks. Still think this aspect of the 
plan is ffj bat then, Edont intend to be the one who tests them. 

Sirras is a jenias. Ned sare how he did it batjadjinj from the resalts erf his frst test todaj, looks like he did. 

AJmostfeltsorrjforthe moase. 

Okaj, okaj alreadjljasthowmanj erf these tests does he want to complete before we acta a 11 j DO somethin jllDoesnt he 
realize that the hnjer we wait the more likelj It Is some Protector will catch on that somethinj 's wronjl One whole part erf what 
were doinj takes place inside theirDream World. The j' re tjOENtf to see it eventaalljl 

Let's stop wastinj time here and instead concentrate on settinj ap the "bait" we need to tare Father into his cell 
LET'S SEND MOTtlER TO REVEN ALREADY! 
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^eifitu] REAL tierym now. The onhj fhinej fhnfkeepi me from pm!ck!mj complefehj h fhh-I know Serenin'', wenkne». The 
life ifone. Theij'II he h^f wifhonf their life ifone. 

Sure it'll tnke n few dnej^, hut if I den! it out of the Root Chnmher, the fnnijin will eventnnllej hn ih nhilltej to remove memoriey 
And ifthnthnppeny Serenin'^ civUizntion will he thrown into totn! chnen. Mii^hthefnn to ne ithnppen. 

But it nko menm onr pinn nejnimt Fnther will he mined. So TH do it hnt onhf if it hecomei necemrij to cnt nnd mn. 


HORRIBLE: fijht with Sirm todnif. AH I did wn^ MENTION tnkinj the done nnd he wm nil over me. Accmed me erfkttinfj 
mej "inwtlnhle dedre for indnnt ijrntificntion" %rew up ejetnnotherone erfhh pinny Then he tried to Inej the whole Nnrnejnn civil wnr 
dehnde on ME. Almod helted him riijht then nnd there. 

But the fii^htdld dow me one thlm^-mcj little brother renllcj IS n hnck-dnhhim^ wenn! Then ted^ he keepi doinifl There'^ onlef 
one condndon theij're hendlmj to. 

Screw cjon, little brother There'^ nhwlntelcj NO WAY Tm ijonnn drt in thntchnirforcjon. 

TAM OUTTAEIERE 
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Achenar’s Shipwreck Journal 



This was the first of two of Achenar’s journals that 
I found on Haven. It was written at the start of his 
impnsonment, and the age of the journal and 
Haven’s harsh climate resulted in many of the 
words being rendered illegible. 


/ cnnnot believe I redded Hnkim^ here for w hnij. Fnther'^ wnrnimj kept me nwnej-he ^nid Ftnven wn', nn Aeje erf ij rent wenith, hnt 
vidtimj Itwonid he dnmjeron^ withonthim. Lfnij nrpent. Shonid hnve known he wonldmej nncjthlnij to keepSlrrm nnd me nnder 
hh control I deiphe him! ^ 

- — ■ I TT11— 
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But look, fafher. Look whd^ underwhoH control now?! 

Stinkinf] rnin hm not letup nwchmceleirnYed. Itcjch nhnenttoot^mefwhen itdoa, exceptforthe dhtnnt%rennn ofeminmh. 
Wonder ivhnt exhh ketjond thoie cUffd Too wet to fnd out tonhjht but there should he pkntij erf time for tremre-hnntlni^ 
tomorrow Jndijlntj hej the chedi In thh wreck, I will not he dmppointed. Oh, hut wont Sirm he enrmjed when he I cjotnUthe 

emernidi firdi! 


Been dndinij thromjh the /nncjk all week and hm cjet to run 

Into nnij people. Whnt did ijon do, Fnther? tjet them to turn thh hknd Into wme kind erf wild nnimni pnrk? It would he Jnd like 
ijon to convince the dupld Idloh to do that 

Hm to hnnd It to yw, thomjh. The hendi on wme cfthe^e hemh will look renihj ejood on mif wnlh. 


tjot mij frd Me ofprimnte todmj. I wm cntHni] a pnth thronejh the /nnfjk when one of the dnpid hmjijen chnked me from behind 
with n piece erffrmt! Scared the hell oat erf me. I whipped aroand,readtj to dice-n-dice, hat diet oat thh ear-plerclncj ihrkk. Mad 
have been a dijnal to !h haddh caan theij all took off Into thedne^h. Too had MlderShrlekerwamtfadenoacjh. 


Man, h dhotU Actaalhj dartinij to like Me Infernal thander-dorm^. Thecj rain a cjood dacj erf hantinij, batatkadthecj coo! 
thlnij^ down fora while. 

Satprhed mij ijreedij brother hamt down ap ijet Tlel ijotto know I dipped oat on him InSerenIa, after we called that little 
'trace. "Tle'i Imane If he thinh hh plan there will work. We doaidjad kill father and be done with d 

Then aejaln, maijbehhoald link back to M ft and convince Sirrai to ntthe old man free here In Haven. After all then weeh 
of practice, mij hantlnc] and tracklnc] dUk have realhj Improved. 

no wacj no wacj no wacj It! notljOT to he here nmewhere. TjOTTO BE!!! Bat Eve searched L( narched L( evrcjwhe 
WHERES THE BLAETED UNKINtf BOOKWH 

Have to p! pall mf elf together Come ap wdh a plan. That! whatSdra^ woalddo, hnt d! He 

WHERE THEHELLI55IRRU57I@7II 

Voemt matter. Need a ban. Someplace to hok ap In. Some ‘>tnk! 

STOP TTH THINK. 

The dip. IfUdo for now TUI I halld nmethinij better TjOT to be eaderto i^etlnto, thoai^h. £s Eader bat protected ai^alnd Intraden. 
Ijot to protect mfelf, rlijhti 
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^ood. Thi^h (jood. Thpifi 


TM ^ONNA KILL YOU FOR THIS OLD MAN!!!! 

iMedi^ffhe 

hhod ipurfini^ 

need Letter ^penr 

wind funnel 


ceafn! dnij fodmj. Motthf knrnnky 

Fii^nrini^ on! how to me their fhhinij hnhdi m^nintt them wm ^heen^enim- 
Cnnfe%npe. I mmf 
wronffni inipriwnnient B 
WLLERELSSIRRUS?! 


Mhemhfe cnniondile! Bf 
nenrlij ripped nuj leij off 
pulled Ymhhinij nett E( 

Jmf wnd fill hnnfinij pott h fnhhed. 


floured if out! 
wicked brother 
inij fonijm erfmke 
tricked me with truce 
Serenin. 

Sirrm h trnpped too! White I 
mnchiney he linked to Spire in 

mrch erf phnder! SPIRE!! FAWERS OTHER DANtjEROUS A!jE! 


Pmtfewdmjy too much htood 
dont remember killinij w m 
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bhj- Ind predator, hanflnij 

Whij hmntjwn ifijcfl 

more fmch- Ram washed mod 
found them, hat dcf'm'deh^ trach. 

Sneakej hadard. Think he wad 

fifth kllhite. Looked fred, ontej 
imelled me comlnij ^ took crff. 

wmTisTmsTmtf? 

MYLfOD! The SHE! IMPOSSIBLE!! 

Etandi dllhhakinf Vidnt expeed attack- Vidnt realize 

MAIfNIFICENT!! 

STILL iee him rearing oat ofm- Water ^pHHni] down cjHk- Sach MAUCE! Sach VEATLL In hh eijed San mklnej behind. 
Rcflectwm io brhjht nearhj blinded- 

Madve planned dthatwai^. Madve KNOWN- 

Batim alive, iea ipawn. STILL AUVEH! And I will defeat ejoa. Ai VEAT-P h mej wttneix I SPALL PECORATE MY 
KINYpOM WITP YOUR BONES!!! 


EOS 
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Achenar’s Lake House Journal 



This was the second of two journals written by 
Achenar and found in Haven. I estimate that it was 
written 5-10 years before his imprisonment came to 
an end. 


Not wnlcan do fhk Pen feeh awkward. Keep^ dipping Been w lonij dnce I med /. Baf what ehe h there? What ehe to do? 

Went hack to Wreck fodaij. pint time vnce niovinij Into home. Foand Pih honei exactlij how I left eni. 'Cept clean now. 
Bleached white hcj the na. 

Plownianif tiniei have I replaijed it vnce then? San vnkincj into the wave',. Tip ofniif ipear cjleaniinc] wet with the poiwn. See 
nifetfcroachincj low near the roch. So SURE Pte will come. Became ofFth mate. 

Sometimei-in mij head~ithappem different Pohon ejeh dilated. Or] erf her rope', map ^ hreah. Pte rean hack. Spear mim. 
Somehow theej both i^ef awaej. And we all i^et / more daej worth liyin/f for. 


Re^et trap todaij. Swamp water corroded / erfem. Forced to i^o to depot to fx 

Comin/f hack mw a camoadUe take down a zeftejr. tAoved with mch precivon. Not a vm^k i^edare waded. Zcftejr prohahlej 
didntfee! a thinf 

IP not what I expected. Livin/f lakevde. IP calmer. Not ai windij. Bat rain dill heah down like in the Wreck Amd ifi hot Still hot 
Onhj real difference h the Screamy Lot do',er now. On all vdei. Startincj to ejeton mij nervei. 


Cantdeep. Too manij %reami. Amd when I dov mij eijei, thelhinijihee. Thefacey 
Mcj ijod, Sirray Did we reallcj kill w mancj?? 






AMedHnp. Beiflcould. ^ kilMfklnfaifafcc. 

Keep fhinkititj hhoitid do iowefhitii] for-l-litn. Place wme kind cffnhnfe nexf fo the bona. Totem pole, maijbe. Tjod knom, 
cammj rt would keep me bmej for awhile. 

lAaijbe I can make / for each erf them. 


WhaT the me! YJhah the me? Cantcjo on like fhh. Cant T-PINKH 

Pave to do iomethinc]. Keep mtj mind OFF the dreami. Maijbe-maijbe ijo mth afew daij‘>. Sleep oahide. 


Mij i^od, Father. Did it have to be the iamel! Two weeh worklni^ mcj wat^ throm^h the South Jantjle and for what? More erf the 
^ame. More erf the iame empti] NOTFlINtfNESS 

Cant take itanij more. Cant UVE like thhH! 

Kamah cjot in whikl wa^ awacj. Fon^ot how aijllethecj are. Braver too, whenthecj'rehantinijlncjroap^. Been breedincj like mad, 
ever dnce I killed their primarcj predator. Shoald probablcj do ^omethimj about that. 

Bat maejbe I can reded ijn t end erf the bridfje. Create wme kind erf lock to keep them oat 


Went back to the ioathjamjk todaij. Floplnc] Fd mmed iomethinf Saw a fjroap erf m a ncjreei platjlnc] ander their neih. Thoaijht 
aboat replenhhlnij iapplh, bat coaldrit do it Theyad looked too peacefa! 

EventaaHij tamed to y, and ipied one erf them watchinij me. Their hokoat Iwppoie. Wonder how hnij he knewlwai there? 


Ink wpphj fjettincj hw. Water! ncj it down, bat mi fjhttrij to make more. The waij the Channel wood tree-dwellen once taaijht me. 

Foand iome petal in the ^oathjancjle that micjht work for the ink. Picked a few to take back « an experiment. 

While pickinif them, I noticed iomethini] odd aboat the manijreei. In the north theij alhcatter, won ai theij ipot me. Bat the 
ioath tribe onhf hoh carioay 

Mad be becaaw I never hanted them. 


New ink werm okarj. Woald prefer a better color, thoacjh. Ill head back to the mthjancjk in the mornlni^. See if I can find different varieties. 
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I (^cn'f kHeve if!! Went back to /gather more pefah and foand a banch erf cm akeadcj picked. Thecj were Icjini^ in a pile where Td been 


Manijreei MUST have done if Imifafini^ me! 


Spenf mod offhe mornincj in fhe wafchfower, frijinej fo obierve from a dkfance. Find oaf how fheij acf when Tm nof fhere. Coaldnf 
w mach, fhoai^h. Tree^ are foo fhick- 


WOULD like fo ejef cfo‘>er wmehow. happoH I coaid baild anofher pod, bafifdhave fo be differenffhh fime. NofalofleffI 
can fake from fhe Wreck 

Kinda like fhe idea e^i^olni^ all nafara! 


■Low fhe LECK did Saavedroi people do if!! Been weavinij wpporf branches all da ij and mij armi ^ ched mmcki are killini^ me! 

Mam^ree^ wre i^ofa kick oaferfwafchim^, fhoai^h. / erfem even dopped plaejinij hm^ enoai^h fo come over^ jive me advice. 
Lead f hah how if seemed. Woaldnfdop chirrapinij af me! Made me wanffo ricj ap anofhenoandiffem, iee if I can frij and falk 
back. 


Oh mej cjod. If canf be. If CANT 

Thh even inf I wai defchini^ in fhe pod Trijinij fo ijeffheirexpreWom riijhf Manijreei were plaijini^ fhafi^ame fheej like fo 
plaf FraifdoWnf 

Ball mad've rolled anderfhe pod AH a wdden I heard fhh crcj Id never heard before. Seepaence erf drawn-oaf hhph^ and hwy 
Looked ap ^ foand all erf em hokinij af me. Poinfinip af fhe ball and makinip fhaf wand. Uke fheip were call imp a name. M Y name. 

TLEYVEfflVEN ME A NAME! 

Whafam happowd fo do wifh fhh, FafherU! Whaf ami wppowd fo do!3 
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